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THE AKEBIGAN EDITION. 



Thb present edition of Hojle's Ghimei 
ontains all that the English copy doeSy 
together with upwards of thirty-five games, 
mostly American^ that have never before 
been published. Among the Card Games 
are Euchre, Poker, Division Loo, Draw 
Poker, &c.| &c. 

No means have been spared, either &j 
taxing personal friends, or by the liberal ap- 
plication of funds, to render this volume 
perfect 

PmLADIKPHIA, Mofff 1857. 



ADVERTISEMENT 

TO 

THE LONDON EDITION 



The very high repatation which Hoyle's 
Games have deservedly maintained for nearly 
a century, has led to innumerable Editions 
of his Treatises — all, as the phrase is, 
" revised," " corrected," " much improved," 
and '' considerably enlarged." But it seems 
to have escaped the observation of his 
numerous Editors, that Hoyle wrote for 
those who were previously in some measure 
Acquainted with the mode of playing the 
rarious games of which he treats, and that 
his Work was intended rather to enlighten 
the already instructed, than to instruct the 
wholly uninitiated. In this Edition, an 
attempt has been made — successfully, it 
is confidently hoped — to incorporate the 
*^ Reading made Easy" with the " Grammar" 
and ''Philosophy" of Cards — in other 
words, to give such a plain and perspicuous 
description of each game, ifrom the cutting 
for deal to scoring the last point, as wi9 
enable the person who never saw a pack of 
cards, by perusing the three or four prefa- 
tory pages, and the treatise. on the game he 
wishes to acquire a knowledge of, to under- 
stand its principles, and^ with a little prao- 
tioOi to play it welL 
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6 WHIST. 

attempt to take up a trick, though won, before the laM 
partner has played, is deemed very improper 

No intimations of any kind, during the play of tb« 
cards, between partners, are to be admitted. The mil- 
take of one party is the game of the other. There is, 
however, one exception to this rule, which is in case ot 
a revoka If a person does not follow suit, or trumps a 
suit, the partner is at liberty to inquire of him, whether 
he has none of that suit in his hand. This indulgence 
must have arisen from the severe penalties annexed to 
revoking, which affects the partners equally, and is now 
generally admitted. 

TERMS USED IN TH? GAME OF WHIST. 

Flnessit^, is the attempt to gain an advantage thus t 
if you have the best, and third best card of the suit led, 
you put on the third best, and run the risk of your 
adversary's having the second best : if he has it not, 
which is two to one against him, you then gain a trick. 

Forcings is playing the suit of which your partner, or 
Adversary, has not any, and which he must trump in 
order to win. 

JLong' Trump^ means the having one or more trumps 
In your hand, when all the rest are out. 

Loose Oirdy is a card of no value, and consequently 
the most proper to throw away. 

Points, ten of them constitute the game : as many as 
are gained by tricks or honours, so many points are set 
op to the score of the game. 

Quarts is four successive cards in any suit. 

Quart-Major, is the sequence of ace, king, queen, 
and knave. 

Quinij is five successive cards in any suit. 

Quint- Major, is a sequence of ace, king, quflaii« 
knave, and ten. 

See-Sato^ is when each partner trumps a suit, aod 
when they play those suits to each other for that pur- 
pose. 

Score, Is the number of points set up. The following 
It the roost approved method of scoring 

123456789 

00 000 
00 000 0000 00 000 



Sbnn, is when cither party wins every trick. 
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prov«tthe wparatioo: but if he calls a wronf card, hm 
or his partner is liable for once to have the highest or 
lowest card called in any suit led during that deal. 

24. If any person, supposing the Eaine lost, throwi 
his cards upon the table with their races upwards, be 
may not take them up again, and the adverse party may 
call any of the cards. 

25. If any person is sure of winning every trick io his 
band, he may show his cards, but he is then liable to 
have them called. 

Of omitting to play a Trick. 

26. If any person omits playing to a trick, and it ap- 
pears he has one card more than the rest, it is in the 
option of the.adversary to have a new deal 

Respecting who played a particular Card. 

27. EUich person, in playing, may require each person 
to lay his card before him, but not inquire who played 
toy particular card. 

SHORT RULES FOR LEARNERS. 

Btfo*i't we enter vpon the more complex points (if the 
^ame, toe recommend the learner to commit theJbUow- 
tng twenty Jour Rules to memory. 

1. Lead from your strong suit, and be cautious how 
jrou change suits. ' 

2. Lead through an honour when you have a good 
band 

3. Lead through the strong suit, and up to the weak, 
but not in trumps, unless you are very strong in them. 

4. Lead a trump, it you have four, or five, or a strong 
hand ; but not if weak. 

5. Sequences are eligible leads, and begin with the 
highest. 

6. Follow your partner's lead ; but not your advOT' 
lary's. 

7. Do not lead from ace queen, or ace knave. 

8. Do not lead an ace, unless you have the king. 

9. Do not lead a thirteenth card, unless trumps are 
out. 

10. Dc not trump a thirteenth card, unless you are 
last player, or want the lead 

11. Play your best card third hand. 
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1. When it il your lead, begin wiih your heil luil 
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alwaya g.in .he .en»ce to yo..r«lf. or partner, m n.he. 






■uila llegin with the highest of a lemience, unleig yoK 
ba»e 6ve: in ihal ca(e, play Ihe Idwett (e«epl in 










trumps, when you must aiwaya ulay the h.ghe,g m 
oHer thai voir may gel the ace nr iingout of your pan- 










Mr'i nr adverwry'i nand i by which u.eani you inaks 






room fur vour luit 






a. Whe. y..u have fire small inimpi. and nu g<-id 






tarda in the oih«riuiui.lfum|i out, it will have Ihii 






good efleci, to make your panner ifae last player, and 
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ately ; and if ymir partner should refuse either of ytmn 
suits, do not force him, as that may weaken hit gpina 
too much. 

4. It is seldom necessary for you to return your part- 
ner's lead immediately, if jrou have good suits of your 
own play ; unless it he to endeavour to save or win i 
game. A good suit is when you have sequence of kin^ 
queen, and knave, or queen, knave, and ten. 

5. When you are each five tricks, and you arecertaip 
of two tricks in your own hand, do not fail to win them 
in expectation of scnrini; two that deal ; because if you 
lose the odd trick it makes a diflerence of two, and you 
play two to one against yourself There is, however, 
one exception to this rule, and that is, when you see a 
probability of saving your lurch, or of winning the 
game ; in either of which cases you are to risk the odd 
trick. 

6. If you have a probability of winning the game, 
always liskatrick or two: because the snare of the 
stake which your adversary has by a new deal, will 
amount to more than the point or two which you risk by 
that deal. 

7. When your adversary is six or seven love, and it 
is your turn to lead, in that case you ought to risk a 
trick or two. in hopes of piittim; your game u^ioii an 
equality : therefore admitting you have the queen or 
knave, and one other trump, and no good cards in any 
other suit, play out your queen or knave of trumps: by 
which means you strengthen your partner's game if ha 
is strong in trumps, and if he is weak, you do him no 
injury 

8. When you are four of the game, you must play for 
an odd trick, because it saves one half of the st*ikes yoa 
are playing for ; and, in order to win the odd trick, 
though you are retty st.ang in trumps, be very careful 
how vou trump out. What is meant by being sfrons in 
trumps, is in case vou have one honour and three trumpa 

9. When you are nine of the game, and though strong 
in trumps, observe that there is a chance of your part* 
ner's trumping any of the adversary's suits, in that case 
do not trunvp out, but give him an oppoKtunity of trump- 
ing those suits. If your game is scored, 1, 2, or 3, you 
must play the reverse ; and also at 5, 6, or 7 ; becauN 
fai these two last recited cases, you play for mora thai 
one point 
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50. When jou have tn ace, king, and three small 
tftunpt* begin with a amall one, for the reason assigned 
fo Ffo. 16. 

51. When you have ace, king, and knave, and two 
•mall trumps, begin with the king ; which, next to a 
moral certainty, informs your partner that you have ace 
And knave remaining ; then putting the lead into youi 
partner's hand, he plays you a trump ; upon which yoo 
•re to Anesse the knave, and no ill consequences can 
Attend such play,unless the queen lies behind you single. 

22. When you have a king, queen, and three small 
trumps, begin with a small one, for the reason assign* 
•d in No. Id. 

23. When you have king, queen, ten, and two small 
trumps, begin with the king, for the reason assigned 
In No. 21. 

24. When you have queen, knave, and three small 
trumps, begin with a small one, for the reason assign* 
•d ill ^0. Id. 

26. When you have queen, knave, and nine, and 
two small trumps, begin with the queen, for the reason 
assifcned in No. 16. 

26. When you have knave, ten, and three small 
trumps, begin with a small one, for the reason assigned 
in No. 16. 

27. When you have knave, ten, eight, and three small 
trumps, begin with the knave, because in two rounds of 
trumps it is odds but the nine falls; or, upon the return 
of trumps from your partner, you may finesse the eight. 

28. When you have five trumps of a lower denomina> 
tion,begin with the lowest,unless you have a sequence of 

• ten, nine, and eight ; in that case begin with the highest. 

29. When you have ace, king, and two small trumps, 
begin with a small one, for the reason assigned in No. 
16. 

80 When you have ace, king, and knave, and one 
■mall trump, begin with the king, for the reason as- 
signed in No. 21. 

81. When you have king, queen, and two small 
trumps, begin with a small one, for the reason assign- 
ed in No. 16. 

82. When you have king, queen, ten, andonesmaf. 
t'^i'Dp, begin with the king, and wait for the return of 
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EIGHT PARTICITLAR RULES. 

1. Whsnysu hin Bce, king, an'l liiunmall Inim 
with a good auil, plav three roBjnrlaof IfumpB^oIhiirw 



thna rauniti o( in 

S. When you h 

trump, wiih a gi 



4. When jou hare queen, knave, 
trumpt, with a fpod mil, you mu&t 

5. When you hnTequcen. knave, h 



tima, fnr the reaBi>n aasi^n 



with 1 rood iuil. irunmout wilhaimallDne. 

T. When you have knave, len, tight, and two email 
bumpa. wiih a good luii. trump out with the knave, ic 
bopea thai the nine will fall ai the aecoud lound. 

B. When you have ten, nine, eight, and one taitS 
^inp, Willi ■ gwKl auit, ttump oul with the len. 
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PARTICULAR GAMES. 



Games whereby you art assured that your foHntr Aci 
no more of the suit played either by yourself or him | 
unth Observations, 

1. Suppose you lead from queen, ten, nine, and two 
•mall cards of any suit, the second hand puts on the 
knave, your partner plays the eight ; in this case, you 
having queen, ten, and nine, it is a demonstration, if ha 
plays well, that he can have no more of that suit. By 
this discovery, therefore, you may play your game ao 
xirriingly, either by forcing him to trump that suit, if yo« 
ire strong in trumps, or hy playing some other suit. 

2. Suppose you have fcin§. queen, and ten of a suit, 
and you lead your king, your partner plays the knavt; 
this clearly demonstrates that he has no more of that 
suit. 

3. Suppose yoc have king, qneen, and several mora 
of a suit, and you begin with the kmg : in some cases it 
is good play in your partner, when he has the ace, and 
only one small card in that suit, to win his partner*! 
king with his ace; for suppose he is very strong in 
»rumps, by taking his partner*8 king with his ace, ha 
trumps out, and after he has cleared the hoard of trumpa, 
he returns his nartner*s lead : and having f)arted with 
the ace of that suit, he has made room for his partner 
to make that whole suit; which ^los^ibly could not hava 
been done, if he had kept the command in his. hand. 

4. And supposing his partner has no other good caro 
in his hand beside that suit, he loses nothing by the ace*a 
taking his king; but if it should so happen that he hat 
a good card to bring in that suit, he gams all the trick* 
which he makes in that suit, hy this method of play. 
And as your partner has taken your king with the ace, 
and trumps out upon it ; you have reason to suppose he 
has one of that suit to return you : therefore do not 
throw away any of that suit, even to keep a king or 
queen guarded 

Games both io endeavour to decetve and distress your 
adversarteSt and to demonstrate your arame to yout 
partner. 

I. Suppose I play the ace of a suit of which I have 
ace, king, and three small ones ; the last player dues not 
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hand iscnmpnsed of Irumpi and diamondBi Jnd lup- 
poie ynii win thai nick, and being loo weak in liumpi, 

£au daie not force him; and suppoHynu ihouid hava 
Ing, knave, and one imall dininond, and further, lup- 
Dose tour uaiiner to have aueen, and Gvadiamnnris; in 
king in your first lead, 



<ing oul your 

. your tecona, your 



iimp,)rBlbyp[Byin?th 
mp having been fofCBf 
method of ptay ihreei 



are lo play your queen ; and when you play again you 

■re In pjay ynur len : and rrppise him to have the long 

Irump, by Ibti method lie mahcE lour trickt in thai euil 

3. In Ihe ahove etamples you are suppond In haia 

tlimving out the besl cards in your hand nl your pan- 
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WHIST 



•uil ; we will now suppose your partner is to lead, end 
in the courve of play it appears to you that your parlnef 
nas one great suit; suppose ace, king, and four small 
ones, and that you have queen, ten, nine, and a very 
small one of that suit; when your partner plays the ace, 
you are to play the nine; when he plays the king, you 
are to play the ten ; by which means you see, in the third 
round you make your queen, and having a small one 
retraining, you do not obstruct your partner's great suit ; 
whereas, if you had kept your queen and ten, and th« 
knave had fallen from the adversaries, you had lost two 
tricks. 

4. If, as in the former case, you find your partner hai 
one great suit, and that you have king, ten, and a small 
one of that suit ; your partner leads the ace, in that 
case play your ten, and in the second your king : this 
method is to prevent a possibility of obstructing your 
partner's great suit. 

5. If your partner has ace, king, and four small cards 
in his gi-eat suit, and you have queen, ten, and a small 
card in that suit; when he plays his ace, play your ten, 
and when he plays his king, play your queen ; by which 
method of play, you only risk one trick to get four. 

Particular games to be played toJun either qf your ad- 
versaries turns up an honour, 

1. If the knave is turned up on your right hand, and 
Tou Have king, queen, and ten ; m order to win the 
knave, begin to play with your king : by this play, your 
partner will suppose you have queen and ten remain- 
thg ; especially if you have a second lead, and do not 
proceeo to your queen. 

2. If the knave is turned up as before, and you havt 
•ce, queen, and ten, play the queen, which answers tht 
purpose of the above rule. 

3. If the queen is turned up on your right hand, and 
you have ace, king, and knave, by playing the king, it 
also answers the purpose of the above rule. 

4 If an honour is turned up on your left hand, and 
you should hold no honour, m that case, play trumps 
through that honour ; but in case you should hold an 
honour, (except the ace) be cautious how you play 
trumps, because in case your partner holds no honour, 
your adversary « Ul play your own game upon you. 



^ tase Co dcmomlrati the danger of farang yt 

parlntr. 
SuppOM you hare a q.i int. major in iinmpi, w 



(At advarttagt la bt faiiui 



■ce (if ipadu. Ann Iqi id Buppnn ihat Otv HdTrrn- 
rietC and O ID have ihe rollnwing card*; vii. C hai 

Iriimps and clghi diamonds; C being la had, plays a 
hsan, Dirumpiil; D ptayi a rlianiond. Cirumpsii; 
and Ihita; pursuing ihn sew. each parliHr immps a 
quart-major of A'b, and C being lo playal the ninth 
irirk, pla^s a Fpade. vuhicli D Irumpi : thui C and i? 
have wnn the nine firsl iricka, and leave A wiib hii 

This GSM Bhovg, thai whenever you can eitabliih ■ 

DirtcHmuJiiT piiUing up a( arimd hand. King, Qucnt, 

KTtam. or Ten. of any ruU, ifC 

I. !1uppate fou have ihe kiiK. and one small can) of 

any luii, and your right hand aii>enar]> (lia^a (hai suit ( 

IT ha Is a gund player, do not put up the king, nnlega yon 



tlmnist: 
i. If you hav 



not nui on the queen ; Iwcause, suppnsi 
has led from Ihe ace and knave, In iha 
leluia o{ that Buil, jiuur adiersary fine 
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which it cenerally good play, etpecially if hit partnei 
has played the king, you then thereby make your queen ; 
but by putting on the queen, it shows your adversary 
that you have no strength in that suit, and, consequent- 
ly, puts him upon finessing upon your ^lartner through- 
out that suit. 

3. In case you should have the knave, or ten of any 
suit, with a small card of the same suit, it is generally 
bad play to put up either of them at second hand ; be* 
cause it is five to two that the third hand has either ace, 
king, or queen of the suit led : it therefore follows that 
as the odds against you are five to two, and though you 
may sometimes succeed by this method of p^ay, yet m the 
main you must be a loser; because it demonstrates to 
your adversaries, that you are weak in that suit, and, 
consequently, they finesse upon your partner throughout 
the whole of that suit. 

4. Suppose you have ace, king, and three small cards 
of a suit ; your right hand adversary leads that suit ; 
upon which vou play your ace, and your partner plays 
the knave. If you are strong in trumps, return a small 
one in that suit, in order to let your partner trump it : by 
this means you keep the command of that suit in your 
own hand, and at the same time it gives your partner an 
intimation that you are strong in trumps; and, therefore, 
lie plays his game accordingly. 

Directions how to play when an Aee^ King, or Quetn, if 
turned up on your right hand, 

1. If the ace is turned up on your right hand, and yoa 
have ten and nine of trumps only, with ace, king, and- 
queen of another suit, and eight cards of no value, be- 
cin with the ace of the suit of which you have the ace, 
ling, and queen, which is an intimation to your partnec 
that you have the command of that suit; then play your 
ten of trumps, because it is five to two that your partner 
has king, queen, or knave of trumps ; and though it if 
about seven to two that your partner has not two ho- 
nours, yet, should he chance to have them, and they 
prove to be the king and knave, in that case, as your 
partner will pass your ten of trumps, and as it is thir- 
teen to twelve against the last player's holding the queen 
of trump?, if your partner has it not, in that case, when 
your partner has the lead, he plays to your strong suit, 
and upon youj having the lead,* you are to play the 
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What is nuant by being strong orweakin Trumpa. 

You may be understood to be ftfoog in tnimpe wbeft 
you have 

Ace, king, and three tmall trumpi. 

King, queen, and three small trumps. 

Queen, knave, and three small trumpft 

Queen, ten, and three small trumps* 

Knave, ten, and three small tnimpt. 

Queen, and four small trumps. 

Knave, and four small trumps. 

If you have only two or three small trampti yoa are 
then understood to be weak in trumps. 

A ease which qflen occurs. 

If you have two trumps remaining, when the adve^ 
■aries have only one, ana your partner appears tc have 
a strong suit, you should play trumps, although you have 
the worst, in order to pave the way for your partner's 
suit, by drawing the trumps from your adversaries. 

How to play /or an Odd JViek. 

If you are elder hand, and have the ace, king, and 
three small trumps, with four small cards of another suit, 
three small cards of the third suit, and one small card 
of the fourth suit ; quere, hoif are you to play ? You 
are to lead the single card, which, if won by the last 
player, induces him to play trumps, or to play to youi 
weak suit, in which case, *you and your partner gaia 
the tenace. 

The like case for on Odd Trick when yourpariner is 9o 

Suppose he plays the ace of the suit of which you 
have only one, and proceeds to play the king of the 
same suit, and your right hand adversary trumps it with 
the queen, knave, or ten, you should not overtrump him, 
but thsow away the smallest card of your weakest suit, 
ms this will leave your partner the last player, and give 
him the tenace in your weak suit. 

T%e like casSf supposing you mantjbur or Jive points, and 

ar€ elder hand. 

Play a small trump, and if your partner has a bettei 
irump than the last player, and returns the lead, put id 
your kmg of trumps, and then play the suit of which 
you possess four caixlf>. 
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ComputaUcnifor laying H ager$. 

The odds of the game calculated with the 

The oddi in fiivour of the deal at startiog are 
i love 


deal. 

21 to 20 

11 to 10 

6to4 

3to2 

7to4 

Stol 
5to2 
7to2 
Stol 
9toS 

9to8 
9to7 
9to6 
9to5 
9lo4 
Stol 
9to2 
,4tol 

8to7 
4to3 
8to5 
Stol 
8 to 3 
4tol 
7to2 

7to6 
7to5 
7to4 
7 to 3 
7to2 
Stol 
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6to5 
6to4 
Stol 
Stol 
5to2 


2 love 






3 love • • • • • 






4 love . • . • • 
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9 love not quite 6 to 


Ifbutabout • 


* 


2tol 


Stol 






4tol 






Stol 






6tol • • • • • 
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Bio 6 7,1,4 

■ to7i.abov 3,0a 


B to B, or rather B 10 9, li aliout three anJ a half 
in Ihe hundrett in favoiii of S wiih ihe 
deal : againsl ihe desl. the odds are .tiil, 
though «„Bli, in favourofB. 
7%* adJt of Ihe garni, talaiMedfor belting through 
the ah«U rubber, ^ilh the dial. ^ 
If Ibe Brst game of a ruU«r „ won. with 3 love 
of ilie second, on Ihe same side, ihe oddi 

Dnla, and 4 lore of the tecrnrl. ahnul . . . Stol 
Ditto, and 3 love of the second, aboul . . . 9 10 i 
DJtio, andaioveof iheiecond, aiwui . . . 4 10 I 
Diiio, and Hove of Ihe second, about . . . Tlo2 

the vAolervbbir, against a, dioE 
With the firEl game, and 9 loveof iha •econd, 


Dllto.and8lnvBofl),e>econd,raIharmoialhan 11 lo 1 

Dillo. and 7 I...B of itiB SKond Stol 

Ditto, end 6 love of ihe second T 10 1 

Dilto. and S love nf Ihe second Stol 

Dillo, and 4 Inve of Ihe second • , , . . 9 In 3 
Ritio, and 3 love of the second . . . , 4 to 1 

Di no. and 2 love of the second T 10 3 

Ditto, and 1 lore of the )ecciud,aaari7 . . IS 10 4 
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J 
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MR. PAINE'S MAXIMS FOR WHIST 

Liadtr. 

1. Begin with the suit of which you have mott hi 
number. For when the trumps are out, you will proba- 
bly make several tricks in it. 

2. If you hold equal numbers in different suits, begin 
with the strongest. Because it is the least liable to in- 
jure your partner. 

3. Sequences are always eligible leads. Because they 
support your partner's hand, without injuring your own. 

4. Lead from a king or queen rather than from an ace. 
For since the adversaries will lead from those suits which 
you do not, your ace will do them most harm. 

5. Lead from a king rather than from a queen, and 
from a queen rather than a knave. ' For the stringer the 
suit, the less is your partner endangered. 

6. Lead not nrom ace queen, or ace knave, till it b^ 
comes necessary. For if that suit is led by the adver* 
saries, you have a good chance of making two tricks 
mit 

7. In all sequences to a queen, knave, or ten, begin 
with the highest. Because it will frequently distress 
your left hand adversary. 

8. Having ace, king, and knave, lead the king. For 
if strong in trumps, you may wait the return of that suit 
and finesse the knave. 

9. Having ace, king, and one small card, lead tha 
small one. For by this lead your partner has a chanca 
to make the knave. 

10. Having ace, king, and two or three small cards, 
play ace and king, if weak in trumps, but a small card 
if strong in them. For when strong in trumps you 
may give your parfner the choice of making the first 
trick. 

11. Having king, queen, and one small card, play 
the small one. For your partner has an equal chance 
to win the trick, and you need not fear to make king or 
queen. 

12. Having king, queen, and two or three small cards, 
lead a small card if strong in trumps, and the king, if 
weak in them. For strength in trumps entitles you to 
play a backward game, and to give your partner the 
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II bflfll luppofted by Ihe alHivfl melhod. 

3. Hmiogace and kna*e. plav Ihe ace, and reium 
Ihaknavfl. llie knave ii relumed in DiderlostrenglheD 

4. Having king and knave, play Ihe king : and iT il 

5. Alwa¥» put on Ihe bml when your partnetleadi« 
■mall card. Becaun il belt lugiporlt your poilner^ 



Iha imaJl one. Fur olhetwiM ynut ace a 
1. If you hold ibe king and ana mill ci 
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■ chance lo win the trick, and keep Ibe cominand in 

9. Having king, quean, ten. and nuall irumpi, lead 

10. Having king, knave, ten, 'and imall one", lead tbe 



Mve a good cbance of making the whole suit. 
It. Hi'me queen, knave, and two or ihre' 
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■innipi. iMd tfas qutwB. For if ;our paniier irnlili lb* 
■ee. you hate « good chance for malting lh« whole luit 

13. Hafing knave. Kn, eighl, and small Itumfa, lead 
Hie knave. For on 1h« return of Iruiupi you probablj 
may bnea^ the eight to advanlagfl. 

14. Having knsTe. leu, and ihiee gmall irumpt, leiid 
the knave. Because ii will moit dinniD youi advfno- 

Iheoddi BEiinn which ate abOLil three n one. 

15. Having only imall Irumpi, begin with Iha hi^ 
eiL By thli play you nill luppoil your parlner all you 
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18. In all oilier caae< it i> dangeroua leading through 
■n honour, utilen you are strong in Immpa. or hava ■ 
good hand. Bccuaiie all the advanlage or lruii>ping 
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lucon. and knivc, Isul ibe knivt, tot il it 

If an >ci ia lumeit up nn the lighl, and rou 

fimn, and mn. Imd ilic king ; anif iipoo ih 
trump*, play ihe Hn. For by ihit niflani 



niurii uF trumpa. plair Iha niiia. llDcause il maf p 
rent the tbh from making. 

27. If a k>n« is turnrif upDn four rJEhl. and you hi 
knaie, ten. and nine, lead the n me. BKauw ihii n 
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aca, king, and kirkve, lead the king: and apoo Ihe n- 
lurn of Irumpt, play ihe knara. Beeauae you an cet- 
Uin In make Ihe knave 

39, ir a queen ii turned up on Iha right, and jou bold 
ace. king, and Bmall ntiea, lead Ihe king : and upon Iha 
reiumof irumpi. fou may finesse, unlen iha qua<HIlaU^ 
(or nthrcwiiD the queen will make a tlick. 

3a If a knave la lumed up on lh« lighl, and ynii hold 
king, queen, and ten. lead I he queen; and upon Ihe re- 
turn of iruinpi, play the lea. Far by iheie mean* you 

31. If a knave ii turned upon ihe riehi. and you hold 
king, quem, and amnll onea, lead ihe king; and If ihal 
eoin« home, play a amall one. For h ii probableyoui 

31. tf aknavaieiumod ■ipim the right, and yau hold 
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Of playing for llu Odd Tritk. 



1. Ba caulioui nf Ir 



Quid ba atMunl Hi play ■ grrai garni 



to Ihrce ynur puimr. For by Ihl* meani you probsbl; 
giln n irick. 

4. MskB your iricki early, and be cautioui of finesi- 
In^, Thai you may nm be greally injured, though you 
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25. finer fnrca yaut adTsmii; with jwut bett cai 
S6, In' your panner'i lca><, andeBiour lo keep il 
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perly can. 



Bing cBiil), and ona Ining card only, lead Iba loiln| 

be leaili a luii or nhich fDU have nana ; if jou bava a 
good quart, Ihcnw away the hlglie«[ of iL 

34. [f yau hate an ace ivlih one Bmall can) of iny 

tbiow Mwaj Kime winoing card ihan thai Hnall one. 
3&. If you hold only one honour witb a ininll iiump, 

36. If iiumps hare been led Ihtice, and ihere be two 
nrnaining in tbe adveiBariei' faandi, endaavour lo loica 



ilaj the befilcard of your advervariei* 
■ ■ ioflhal 
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has none, lead a iniaU card, 
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and curiout wf iliould diwovw the Munbtr of fiM 

trumps. 

Three persons sometimes play at whist, oim of then 
un^lertaking an ideal partner called dumby, whosecardi 
are turned up to view on the table, which is reckoned 
an advantage to a good player, but rather detrimental to 
an indifTerent one. 

Three handeo whist is a game requiring but little skilL 
Ft is played by discarding all the deuces, threes, and 
fours, with one five; each person acting alone; in this 
way every trick above four, and each honour, is reckoo* 
•d. In other respects, these modes do not vary fnMB 
Om usual methods and nilee. 
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other*t cards, i^Jiile the latter were denieci the 
pnvilege. 

It is an axiom, that the nearer your play approacbet 
what 18 called the dumb man, the better. 

These may be called the foundation of the game, and 
are so merely mechanical, that any one possessed of a 
tolerable memory may attain them. 

After which comes the mrre difficult science of potk 
tion, or the art of using the two former to advantage; 
without which, it is self evident, they are of no use. At- 
tentive study and practice will, in some d^ree, ensura 
tuccess ; but genius must be added before the wholt 
finesse of the game can be acquired — however, 

Eaifmddamfroikre fmutf n nt»9t daiur uUnu 
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Uiii ii a nmiiiii [en unilentood. len praciliad, Bnd nion 
iridispcnnMjr ncu«ni7. Ihan ilnion any iilhct, 1 will 
iiidenvour Id ciplain rt la tirgtnnen. a« clearly ■■ I >in 

■II ilMmBfiKuvDHor ■ goadwhiii player lend. >■ lo s(- 
unliih a longluit, lopnsem Ine lail Inimplo bring it 
idioptay. and lo fniBirata the nrriE play of hh adietsa- 

Cl HicccB. In Ihhoaie, dn not orenrunip your riglil 
id irfverHry eariy In Iba hand; but Ihtow aoiBy a 
Inimi; card, h;' which, there ramHinini but twelve tiuiTi pi, 

ovFrniRad, you wnuld haid givpn up Ihe whnle gums 
Id lecure one trick. Bui Ihere arr teagnna far breahinj 

decided gresi hand in iHimps, (in which can makevnur 
Iricki while yaucBTi) ei. tdly. If your panner decidedly 
meana lo force yml. To uiKlemand ir Ihit it Ihe can, 
you are to obniie. if your panner playi llw wiiming 
or loiinf card of the luit ynu have rerused. If the fbr- 
mer, ii it by no meant clear he truani id faree ynii, and 
ptay your fnvn game. If Ihc laller. joii are lo eiippoea 



. play . 



in eflwiually riettiuya 



ii. If IhecircuiriBlancei of joiit hand require two 
cerlain leadt in Irumpi. play off your ace, let youroifaer 
Uunipa he what (he* niay. 

13 ll ii a tener^ -^lim nni to force your pannei, 
Hii!w«itroneininimpij. --If There are, howBim 



nu; excBpiiani li 



vuiaT. 

111. ir juar partrer hsi led from a unglt 
I<t. If It ht« or wl.i, >i partkuliir poini 
Si. If gmi ■inngth in (lumpi it decli 
jaa. 
4ih. If you hm a piobabllity of a uw. 
6ih. If your patinur haa been forced i 

6ih, h igoflcn riehl in playiiiE for an orii 
14. It ■• oflea diSlcull u ' ' 



In. Wiih »ii lIu^lp^ on luppoi 

3d. If Mrong in oihir luiii, tliough 

3d. If your adremirica ara pla} 

4lh. If your ailiarnrlei are al Ihe f. 
you ban no liDoaur, or probabilily of 

15. Il it eaij anon to ditcaver the rl 
of good playera^ bi ...... 

jour adveriary n 



Ibe beginner 
operly : 

' pani>n hi 



your pani>n hu 



imp, and IhtuH) iway ■ 



urban tdu can. Afoid lead 

Bump, if pouibla. Tbii ma 
mirtad by bad pliyen. and i: 



rd, (liey. in liolsllon ofeom- 
lenliy (ire away 



man aenta, irump out, and not unfrequenliy kIvb away 
■tb or ait uieki, wblcb a judicioui Avca would haia 

36. If you are itiong in trutnpi. and hare iha i 
kiia, and Iwo or mora of your right hand adveria 
Ipad, (barn ate Iwa wayi 10 play, eilber lo p^n il 

to Ibica your parlner. Jf wrak in trunipi, put on 

31, If you win your partner*! lead »ilb Iha qui 
Miaai in inimpi, do not raiurn it ; it u aiidenl fb* 



'nlcBd rromDnljihrteeird<.unleti inKqiwnc*, 



Ibe highm. I hough W 



try Ui Iha gcoeniJ pnciici, b 



If Millhcr Df ll! 



tr quaMHHi, 



WHICH, juu >nuu]d Dni giVB up 1I1E CEniinijr m iiht 
lick, or Koring 6vt or eighl. tiir ihe tqutl chapc* 

a thai will prcvenC yout ■dTuMriei rtom ihcM 

ll u generally light to relurn your puinef'ikBd 

id tgtiiimtal, becaiin they 






a. knB> 



■nd kini 






ninipe do not lend one. u 



ii your paitner 



eradnnary. If Ihey 



■^■^,1 



urtoerV lead, ihould you hiva tin b«i tt 
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DM, pray the latter. 


If youi 


par 


ner hai I 


e third tcM, 


.« will pr„t«Wy m 


ake 11. 


f y 


uran^er 


aij » a had 


pl«y«, 1 w«uld no 


a.lv« 


n>i, 


ai ihey 


eve. fi,.eM 


whAi ihay n.iglit to 


tfoil. 








N. U. ir «Lk in 


irumiw. 


(m ihould no 


teniuielhii 












a6-if,™t,ieh 




yea 


li, and 


our pacinn 


lucli in rough him 




e o 


king, Iha 




•mslIo«a.rauihou 


dGnnR 


ine 






37. Ifyourparln 

riiDuIri pfsy B irun. 




ore 






Tako 




ity to ihaw 


^outpBilnerthHtyo 






d Ihe iru 


npi. In Ihia 


U»n< will keep hi 




ngfi 




oheieai. il 


thBrtrmgih of irui 


pt i* wi 


hil> 




e^ hi. play 








ia, and Ihrow ,«, 1 1 












30. Wl.h.iM^k■. 


re. and 




ler irunip, 


ilbriglillo 


6net« the kn«<rs la 


yniir |Hii 


ner- 


leadi a 


d ifiirong 


inlbeimjouihould 


rtolheu 






Ifnelesdi 


ihe ten of anv >uii. 


voupan 


it in 


™ti'^ 


(ilb Ihe ace 


and knave; unlew 


me trick 






ny pariku- 


lead from 




nine, Iha 


aw len. ai 


™ .„ mon. likely 






M in Ihe 


aiiei wit. if 












ng card t 


rowi away 


the iml card iifanv 


■uiLilsh 




ewiihn 




^unnmaiirliii; if 




dbMt.il it to 


leU jouha 


t»l nn .iiore n( Iha 










41. If ve.ir woag 


in 1 rum pi, it 




right lo ir^ 


fcrm your pannei 


f ilaix 




pOUiUll 


If rm.rlh 


player, )o« are ta win a ,„, 












n il 


wllh'.he h«heu, and || 


plav the Inweel a(H 


twaid. 








41 lf«t™nginlr 


m[rt. do 




ilTiheKcond «»Dl 1| 




e. laad^ 






ay.loiing 










43. iriencarriia 


e pl»v,ri 




oH ih«« 


emainann. 


enii>Bii>ii,aady<wt 


pawner leari.. 


[ym,ha«kinH.n. 1| 


■nd anniher. and • 


■ oicki. 




ha'C a 


unainiy lo 


maKa the odd on*. If voii p) 


V right, let 1 


a carrit lie 


h'.wiheywilli.ho 


Idym., 


rieh 














iiitnri"'-lr"icki. pul 










44 Many g.iod p 




pi") 


ng le,« 





gin Willi ih« kmg anii quwn^ 

hii pBrliwr liai it, am 
pecKdIy iippnri froi 



ii often FiFTKluetl** 



"«.*w"h*BeB.'i!ur«! ■'rBlioth.r, ilo noiwlp 



lUBiveyouthaU. 
n, Sec. of a lUil 



*«ruitil;. No gimf plsflr, wilh king, kn(Tr, inil Mn, 
nill beeia wilh tlis kna>«; nfcDU«a it ii fiiianmgsgainn 
VDurteir, 10 put anthsqunn. and asihc kineiirBriiinlj 



t^uMn oi knsvfl should nav^ar lie plsyad, unlast ■ iu|i»- 
nor honour ii lurneil up on tha iighL 

50. Jn playing Tor an ndfl trick, you pUy ■ cloni gamfl 
Ihan II oiher Mnmt. You lead Trom lingle cards, anil 

De juBtiGeiT Ii )■ leidani in Ihit oib propar id lead 



ninity to throw away jour losing ciirdi. 



<i. It ii evldeni, i( ha playi off ■ Iniing card, 
nrnly maka hii awn trumptj but ir h< piayi 
jr trump, lod pui it into bii panner't lead, b* 
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viDplajofl nil winning cirdi, and 


gi«e A an oppartti. 


mny lo ihmw •wsy hii lotl.ig ouet 




K. B. Thi.™.lni,.llj»ccurm»n 




Bompn'litnrled. 




SS. When jour p.nn8rl™<JMr 


n with the Inu'enoJ 




rength in hi> auiii 


aji II liaricii light >o win yaur ai 


ernry'i leiu) with 


tb« highosl. to kwp h.m in ijnnrBn 




53. When you. patlMt play. ■ ■ 






e in general nlean. 


you should put DD ■ high itump lo 


sliengthn hit own 


Mod. 




64. When jou h«it but ■ mode 


r^"Kr.~s 


nciifica )t to your paiinei; he, il 








■iih four, the lowni 


of jooT parlner'i lesd. Tl.ii antw 


" '*" P-'P^T *^ 


living yout pirtner an oppofHin.iy 
Ing hull you hive hul ili'ee al nioat 


ofineste, Budahow- 
n nil luii. 


66. Wilhlheace.QURen.BnrioIhe 


■ of your right hand 




Biceptheleadiiha 


kn.v..inwhichcB»puLonin.«: 




67. When at eighl. wilh l-o ho. 


oura, knk at your 


■dvertatiei' More, and conEider if 


here iia prnbabilitr 


Ibay ihouid Hve Iheir luich, or win 


^,l«_^Bai..e.no.w«^ 


nanding yoor portpei holda ■ ihiid 




KiouldmH call.wiiEiTHadecidedadvaoUEeaKainn || 


you in pkjing far UkL). 
fig. fineBing in gen.tal i. only 




uieaoi againii on* 


card. There are. howeier. liiuaiion 


when much d«>p.r 








iig il necessary you 


th^ldmakeiwnouiorth. Ia.iih 


ee card, in a >uil 


■nl yei playad. your pnriner iearit 


he nine, you ha» 


ice, and a imall one— Query, what 


areyouloriD? Aiv 


awer, paai il though ihe (InesH it a 


g.in.1 three; for if 


Mat partner haisn honnui in the 


■uii, you make two 




any mode of piay 






69. Wtih king, queen. &c of you 


I right hand ariver- 


«ry'. lead, pot on one of them : 




inriaiiDiher, Ihe knave; with two 




tie ln»e!it. 




60. The morecriticaliyyoH reroll 


■cllhrc.rHFth.het- 




Jie Iruuipa. ami uie 
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(bt luX, which he mon haw 


dona had 


youewniha 


fiiii irick. n he wouM Jie utn 




r parintr. 11 


jwir partner hag ihe knmie, 


DU Idki 




ndila ■<■ Ereuly igalnn ihia. 








from a >«', 




havaaieiiaco. Witha».q.» 


en. Ac. of 




kuavc. &c of a »-j>nri : and 

plsv ii in lead rmrii ihg Islirr 

G9. When it >a aviripril Ihe 


third »ea 


una, iha hM 


winning car 


diarabatwiit 






> ««">«; hul 


■• claar a Oiis u ponible, if 


'our parln 


c ha. .good 




.I0l™-1«p 


.,,.., .hmngh 






toilHsqudmiuinoHup. 

Tl. AvoitiaiGrH playing » 






Ih Ihnu w 


a inflriicl, Ol 


mho ilnil bull, whila (he b 


nd i. plarins. TheygB- 






H j.idga from 






playing, d<» 


mora liarin Ihan gtnd. hy coiir 


.ine»h..g 




71. iluuiriomcigtiunraru 


Kiaiuffw 


Jhi^dXil 


ntr, ir ■ gnnd nlavei. vi«ihlv i 


trnrii rmi 


If R bart ona. ynnr own hanrt thoiilri ilir«i ynu. 


73. If you ha» a«. king, a 


ndiwnmo 


elr<>mpa.and 


jam parinar laa<1< Ihern nii; i 


ally, »><ur> 






in cnnMq 


>eace of youi 




Drsnveqa 


vocal card, in 



Ihplcad, afiar Ihraeroundinf li 
74. TherarioRtm judgment 



•con three paiiili, ai Ihe odrl hick Icbtbi Ihe former ai 

On other nccaiinnc ii in nnly to caloulaie Saw Ihe dif- 
feranl acore> will remain aftnr each mtideiif taking ilx 

■dTBniagmui — nerar hMing T,<hl of the painu nf iha 
lame; i. a. acarmKeiKht oi liiieyourHir, or preveqlinf 



75. Wilhaca. 
veinry'i luri, p 

76. Whan jc 



f titvtnarj nru«> m irum| 
), IDI fcMi of t)em£ oven rum prd by jnu 

- ilcuingMi'l.ifT'ouhimb 

II he diturcli. pliy il oui M 



TB. ir A, ;dut [ighi hanil adttnaij. lodi ■ card, 

trim with Ihs king— ilimild A Jead ■ imall card of Ihal 
luii again, ifynu liitetheien. puiiton, li iEpiohable, 
lliai by doEnc this, you keep the ummandinft card ia 
ynur padnen hut^. Bod pnveol ihe MCund best Iram 
makinr. 
79. If a 



in tnimpi, kef p guaid an your adtena- 
II pouible fiOEii }iiur paitner'* umng tniiti 
roui len hand advemry lead Ihe king, lo 

ccced. Ill lliia CHse, piny Ihe sniaii □»■ 
neiM), thnugti he hai ari^iiiBliy played 



your adiertarieg. thi>ughii|;hi. do nolCBJI. ymi have no 
honour, il is euideni your panncr has iwo at least. It 
il equally so if ynu have one, Ihal ha h» at least ana- 
Iher. If both petiies are ■) eight, and neither call^ 

A Utile lefleriion will enable the beginner to make ■ 









&3 


tanf 


mml.'imnhiip 


arlner, it ii 






ol h« having il. 


Willi threecardi, >i will be ihrM 1 1 




t> sgBinU makin 


glheflneBse. 






Moileralc piBC 


(■ have gen 


rally a decided aver- 


Roa 


o dar< with .i» 


iwil irump, 


hnugh single: think' 


iufc 


hat H3 they c»n 




diicannieliebutDna 






»t>en II dn« »: thi> iiadao- || 


(emu 


ifxulL When 


ouradversi 


ryplayiouihiinroin 




Iv. before y 




oppo 


unily 10 lhro» 


ff hi! losing 


cafr ''ddC?W 


*»r, 






, or iromp with th* 


b«t 




ut hanrl. for ftatot 


being 




Thii ig a n 


cB pan of Ihe game, 




■n only be underwood f.om 






■ng. 














■ ■tmng BU 


t, by renouncing to a 


lu'l. 


If you have a 


Bingle CB,.d 


n ihi«, play n befnre 


you 




ur itrBngth 


n trump, be what il 






lo etiabllBh 


Ihe ra». which i> al- 






geoui; aha 


ii 1 ha lecond player 
iBorgreKiuiiiiiyby 


putn 


tliB ue lo prev 


en< i^ .liU i 




Bhing your par 


ner'sinil. 




8S. 


Ah><a«.fnB 


e.ien.anda 


■mall card or Ihe niit 


lectb 


the right hand 


drefia.y. 


Query— Which t> ha 


lopla 


y' Aniwer-ln 


rumpMhe 


en; In oiher Hiiuthe 




on» Pnrlhi> 




unrpi.egood player. 




ing, queen, &c 


lead a Ihe 




the k 


rg ; and in The 




Tc'oi™ a'„ hol^! 






and he it in 


either hand, you can 


rinnn 


goort by pulling 




by keeping Ihe Ihiea 


Ugeili 


er^u render! 








one trick in Iho 


•uiL 






linfien huppen 


thai HTiih 


only threa cardi n- 




ng in his hnnd t 






«e, 1 






nmher wn\. In Ihn 




e should leaH t 






«"■. 


hand «. play. 


Bylheie'm. 




icnnce. Thi>. Ihmigh 


•eirevlileul 








go™l playe 




88- 


TI>ough it is c 


nainlv mom regular to win jrour 1 1 


■river 


ory', .. ..11 a. 




d with (he loaen o( 


■ Mq 






linnal deciaiinni bim 


kU mBKim: as it is 






Tdur 











I ottan lo decain join admiariai 



it u, I Uiiuk, oftenrt atiended wiih ipod 
» other ail uitiooi, whin It li highly ne- 






miHi likely meihnd ii 



iiiaria o( play ihDuld be re- 
rial nccatianft. and not bj in frequrncj 



.-. .< . ^ ^,^^^^ \^ usually HenamlnBled undtrptayt 
nnant engine In Ihe handi of ihe eipa 
rlenned, in um ^ucceserully ugalnst ihe iiMipernnced 

lalt hand adrenary'* lead, ihougti you have ihe higheal 
in your hand, wilh Ihe view of your parlner'a making 
lh« Ihiiit besi, ir he has rl, and ilill retaining ib«coin- 

91, 1% einlain this furihar. tuppose A Ibunh playm 






irally«j 



r jnu liad from a kin^, &c. and Tuur liglil 

9Z. The lollawing n another siiitaiion lo uiiHeiplay : 

suit, of which he has rea«on io luppoH hli hU hand 
advenaiy has the second guarded; hy playing the 



I, ind A makei eve^' Irkk m 
r ■■ alwaya tight <a irumfii: 



noiyourshgreof Ihem w. 


nebody m 


■I have more than 


hilown.Bndorcciniiequfli). 


e be weak 


niomealtiecwiit. 


Which probably i. your «n 
93. ^ceplhelrumpur 


ng™e. 




» Icng a 


.you can. if your 


uiiner leads liumps; th 
TeadOhcin. In [hi: forme 




rf your adveraary 


\nm^.' 


uppo.inglhc.ight 




e nine, lb 


owaway Ihe lal. 


Wr: inihBlasi,{ih™gHyoul.t»elh« 


»e.eno[.i^)pl«j 








94. When ftmr panner 


■ to lead. 


nd you call belbra 


h»pl.T^i.i.»dif;:.hi, 


, if ha has 


no honour, lo play 


te Ihe b.,1 icump h. hBj. 






flfi Though, Bccofdiog 


o the uric 




wnrdiard gesiurei srP pra 


ibiied.yel 


like ail olherlawi 


nol fulaiced bj penalties. 


hey are en 


liniialiy violated. 


There are, indeed, few pi 




D not discover, in 


■ome dtigiee. Ihe nrenglh 


f iheir game, or Iheir Bppii>- 




of Iheir pannet'i play, tec 








parlir irani^reiaing, u il 


'TSr 


wable i;.r Ihe ad- 
and eilenl obBt- 


*ai1iin»ilir>equemljgWe 


ii«.lyins 


shi into Ihe earns. 


«,d«,.bleyr.u.opUTyo 


ur hand 1 




Iban by adl^rtng lo more teg-ilnr ma 






e advantag 


of po.ii1oii,can. 


not be ceduceil m a cefia 


My. as al 


.quel: and Ihalil 


1. ofien iiecemty ii> >eli 


q.iJBh ii fn 


moreceriainad 


nnoffis-. Mill no man ca 


baawbi 


1 player who d»M 






T ha plays ihe ace. he givei 
But if R is 10 lead, he ha. 
card ha will, he nu<Bt make 
more. Thiieasy in.lance, 
hie Ihe player, with iHime p 
apparently iniricaTe aiiuatio 
n. The following caau. 



which happen fieqiienUy, 



WIII9T. S7 

EOiingnine. Bui if IhcadversBry ii al i.ine, IhiB ahould 
nol be dcine, aa tay haiatdiag ihg odd luck, you taauid 

N. B. Thii modii of reanning will in EBmnl direct 
jou where and why Gneaeea bib propei or iaipmper. 
For Ihf re is scarcely nna, Ihuiigh fvei hi iighl in geiin. 
n1, bui what Ihe difTrrent tiiuaiinni uf Ihe Bcoia and 
hand may render daiiEerniii and indaffndblc 

102 The folJnwiiig ciiiieai eiinke decided one of Iha 

commended lo Ihe aiienLiveperit»l even o( uiiiGclenti: 
Ths pariiee weie al nine. A had won tii iiiciii, anil 
remained with knave and a »nsll iiump, and two diB- 
mDnda, wiih the lead. R, hie lefi hind idverrary, wiita 
Iba queen and ten a( liumpi. and two clube. C, hi* 
pailner, with two iniall liunips, and two diamanda. D, 
Ian player, with ace and a inmll trump, a dub. and a 
huarl. A led a iHamond, whii:b being paieed hy B, vnt 
ID be von by D. Query— How ii D lo play, lo make il 
poteitals in win ihe odd irickf Answer— O saw it wai 
not pnuible. unleii hit partner had eilher Ihe two beal 

Ue Iherrlnra lium|ied wilh Ihe ace, led Ibe small one, 
■nd won Ihe en me. 

N. B. In another score of Iha gume. thii would nol 
be jiKIifinale, ai Die chsiice nf losing a nick is greater 

103. The Bilenlive peiusBl'nn Ihe mode prescribed) 



daiablp ad» 
DO skill tan 



. major, wiih mheis nf a sreoo.l siiii. an 
in a Ihird— The player's plan ^ould 



iirul players wi 
(unless when I 



n, vhich (wiihoui the lead aTiei (Lc Ihird 
k) wuuld 1x1 I m pots I bis 

kippen frequBntlj, ora idded, 



In. A 



ice and ihiei 



L.u.np».« 



Id bym lero-inajnr, and ■ priMuhls Itick ii 
filh Iho lead. Qmrr— Hnw ahauld ihii hand be pliy- 

■er wins and rMiimi ii, A ahoutd not piu on bii aeg. biii 
Miiliiir ii in be wnn by hh aitveriHry. When siiher A or 

■hich being wmi hy A, he nmaini with iha laail, and 
Du^h ihey ibould nm ba 






Id lead, ha will retaini 



lh« ben Irump kaep* iin againil hiin) unim then ara 

3d. With icB. quern, and iwn amatl rrumpi. rin nm 
win tliBknavR led nn vnur left hand, builaihba played 
again: arcirdiiu; i.i ihe a-nemaUHn. 

Aslhernllni.tn(,nini!arlnimilar«iluaiinni,fiBquenI- 
h onciir. I reco.nniend ihajn m the ■Ltrmive perusal nl 
Okmb iludsnli. wlin reeling wilhin iha'nHflliiH thai Ihey 
Bomprehond what I oalM iha alphaliei, with la prncura 



Ihe return tn Rnesw hi; knave. Rut wlih ace. queen, 
and len. (Ihe knava being turned up on hit riithl hand; 



_ji 





^^^^^^M 
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Hw nrng pUfer will nm lee that h'u lead, if he plan a 






ininip. i. <he qu»a. and thai m>e and Ihe nme r.rinei- 
|ria actuaTei ibe pUyeii on boih nccaiionj, and (o on 










IhrocghihewiL "^^ 






Ci cnosMnily Dappeni. thai cHe advenxry on Ihe right 






hand haiing woo hitpnilner'i [eail with Ihe aceoi kme. 
















m Iheie Dccaiiont, play wilhoul heiilallcin. which con- 
Mnilyriiiecua ikllbl adversary where to Gneae u 
















II fraquanilr happen! when ymi hara led rrom ill 






irumpa, that aflor your «ecand lead you remain with 






















partner luit— 3d. To give you the lensce. in whaievel 












will »how that il it had play tti play out the hex trump, 












ti may do gnoH in kepp li up. h;' iiopplne a <uli. and can 






aniwer nn good purpoie Khaieverio play il ouL 






A remain! »Mh the host tiUFnp, (aay ihr len) and ■ 






■mall fine, with aome losing cardi, B. hii pennrr. har 






ini! dearlv Ihe eeennd ben. (—y the nine) *hh aom 


















fr-rred, Query-How ii hetopla.f Amwer-AI.M 






nirr with hie hen. and lead om his ■mail trump, bv whick 






he pull 11 into hi, parlner-i hand. li. n>ake hi. winning 






eardi, and renders Ihow of hit adversaries of no ine 






whatever. Thii mode of play would "■mneiimei b« 






righi, even when It was not caiiain whether the ucond 












hui Ihe fine plater alone can te eiip«[ed to diitinguiih 












There are pninli where Knnd playen dinlpee. SmnB 






Some commmily p<il on a king. «nnd ; oihe,.. but 
















•re nf the tame opinion, il thnuld he rereived ai Be 










amiom— no good pUyit puti on a nueen. knave, dt ta 
■Boond: ofcoun*. it .hould o n a)) occaiioni be core' 










bUyavDrled. 
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WUjsT 




WS.Th. 


Bge in iha haiidi a 


f a good player. A rwi 








caSnd J^r .mall o.ia. 




playei^.of whieh 




klnf u.d q 




by pauuig 


hem both. A r-o<»Wy 


n.ak« >hre. 






but had he woo Ibe king. 




pOB 


uhly mak> mo 




106 Wh 




■ hi your opi 


on 111 Ml eight ot nine, il 


h material a 


wa 






lOT. Ohm 




aiefully what 




..ch playe 




whether, al ihe liuie, the lead it wiik 1 1 


lh« IwrlOBt 




dTanaiy. U 




«riub]y nw 


IDll 


u dirrei Uie parlnet— if will) the laiier, 1 1 


h i< frequBoily i 








eauii. 


108 Vou 




noi only to ta 


le ewry method lo j™- 


KrrB Iha la 






of poiilioo to youwlf. 




<len 






»nrt your a> 




ry; butalu 


ugiveil.Himuchaapo^ 


ubLe. lo you 


rjia 




u per«i« (he ..rength. 




>>n 


Ihe handa of 


him and yuur left hand 






ys keeping in 


out mind, that »nen Iha 


l-uaror'yo 


lea 


, it u fo, the 




happen!. Ih 


Iby 




l»rtuer>ilrlck.»h«ilait 


player, you 




inpliKh thin. 


A ba. kioR. knave, (or 




Cnnri 




"uit'lhir 


8. h 


leri.hBiid ad 


erary, has ihe first and 


Ihitrt.anda 




vlihihalnd 




and B. ;dii 


par 


nef.win.il.y 




poHixla. * 




tuck, though 


I 11 your giarlnar'iL Bt 
>inmakliiealrick,whic:b 






praienl A fn 


ba mutl ha^ 


ido 


a had (be l« 


lamalnert wlili B. 


109. All 






coinRHniil occasional do- 




iwhBiiieDaaidenJ 








the laadiiif from iini;1e cardi. wllboul 


lI^V»"vH 


juTi 


fy il, 1 give the reauina thai inDuenci 




11 f 


.our of tni! |) 


lacticB. wiUi ihnMi jene- 


rallf »llee«1 <^a 


nm it, le«in 










ni ate made, which il 


eannm be (( 


..iei 


m*yandHD 


hapjien. The first, Ihal 


f)=5Sl 


.he 


toin the a live 


1 wnulifnnt he 'ihe use, 
nary. The eecnnil, and 






thai youi pan 


uoi, if he wins Uie trick 



m 


ylendoul 


runipB, 


OQLtae 


iuppc 


Uan 


"")""" «™g 
















ihs preie 




r.hn 




nthR 










wliich 


1^*, 


uulJnolDiher 








Bmal 










;;ri 














1 Lh« 




hni 






■ 1. IhaC Ih. 




»f w 




irl™ 


Umglhe.ingla 




J, is mud 




rhnn 


If Imi 




lu. Andlap- 




.1 lu Ibatt 








nl'i 






t«. when 


e( Ihey do no 


ImqUB 


hem 


liRHorilnyle. 



tliin ought iiui ui liave liu|>ueiied, and thai they ham 
beau vanquisbeJ by Ihe barj iiul guud play urUiairud 
venurioa. I ilu nul reoonimeud. in g-encrol, iBaiiinE 

(iicli hands u 1 have raeniiuned, I am cunviuced ii naj 
be cicf'flajunally duiio wiih very f{rea[p Ihvugh not cfl^ 
lain, aJvanlage. It may nut bo unnecea^ary to inrarta 
the reader. ihBtmuBlurHuyle'a maiima weremilcciad 
' -'- ■ - ijr 1)0 csUhS Ilia inrBiicy uf wliiii; *nd 
' '' ~ I being able lu leach ths 



that tie Inmseir, 
players of the prea. 
Istionaflhe miiatn; 



make any progren in ihe science or whial, oa 10 learn 
Id ipell bafiire ihoy know their alphabet 

ad. That accosioming ihemaolvea (o reason by ana- 
logy, will alnne leach Ihem ID vary Ihoir play according 
ludruvmslancea: anJ showlJiem, that llie boil play in 



nuking as much ortheircarJao 
and thiB pinrul ambition cannol 



WHIST- 03 

■ulu olvmyi lh« kmj{, unl«> jou hmve Ihe Iwo oiilj n- 
Biarnio^ liumps, if m. you inny plaj ■ emiill nne. 

N. B. Yoii ahnuld i>M Ixad Imm kmg. knni«, and I 
■nail oncurtcn il i. eleariy your pannri'i »uil, in 

Id. QuEEn, knave, nine, and othsn. IphiI Ihc qiieaik 
Qu«n. knave, wi'h aneniher, the queen. Qoeen, knai^ 

Ihe loweil. Queen, snri Ihree imall iHiei, Ihe Inweat. 

H. B. The Iiump caid loinelimei cxiaiioni a devia- 
lion fioni iheK ruW A has ihs nee or king, with a 

H. chcnild lead Ihe ten. If the knave oi que'n be put 
n>. ;nu have ■ finesse ni. Ih« n!iun>, wItIi Ihe nine ; i( 

either way advantngBout. 

TitJoVoaing Calnilaliom an nifficimtfur a brpmuri 
dwper ana yreguetitly pttaate akh tat prqfianL 
That either player has not oos named card not in yoor 

Iniid i« S 10 1 

G lo 4 in favour of hii bavinE lofl 

5to2 lio3 

4101 Iin4 

N. B. The oddi are in cDnridanhle, Ihal no plafer 

fiiiti5ei plaving on this ■uppOBiIlon, except itis itnpoiii- 
tulitvoruvingoritinning the game olherwiee; afcoutH, 
further catculalinni are more Ibr ourlosity than ulilitj. 

Theodifior the ipmeare calculated accorrlingloUM 
pmiiii. and w'nb Ihe deal : 

I love 10 to 9 

S ln.« , 10 10 • 

woree ihan eight H i> ihtee tu one In linmir of Iba 

R. B, NoIwithitandrnE Ihat calculntinniara in ifen*- 
ral accuHle, it ii difikult la ciinceive that 10 in SO ii 3 
W I, ohile G In the 10 ii S Co I, and even 6 In 10 ■ 
■Ml ; B lo 1 I WY1 convinced whoevar beta th« « to I, wit 



10 errnr, ai the ilenlar hag Uig >d- 


• rliSir 


fcuniMr. Horle-tanlTifi 






Bcails 


■f l«fi on ib« Ubl* iflsr 



Uw finl niuad.] 

PROPOSED LAWS. 

Though irwCBlabliiheit liws aieficellent ■• fir u 

they go, yel txptj'itace civiincei ug Ihat Ihir ■'■ ■»■- 

cur ■! whin lables. Hence cliapuwi, wsgeii, rercnn- 
CFB, jcc. arise, which are ofleo liacldeil diflannlly bjr 
difimni leferrei. unHiigraclotilj loihe iliipuuuiii, and 













.da ihould 












iit> ihe 


ordeal of 








per 










































undei 


ikin ihii 










icknowleHgE 




nt would 
















sol 


U.eli 


nA 




Ih iheir 





Whether Iheu regulailans ara adnpUd or not, <f Ihej 
»mpligh whai 1 f:iil In, I ihall bv no niEBni regret iha 



of coiine ihoijghi ihai It 
Tliii wii nurrad on ihe 



id daoidad in ^nw of 



r 
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DDI hekilaiB lo propoie Iha following Uii' 10 l» addid w 






ihapriwiilCodBi- 




" Whne™, ealLi, having only one honour ir hla 




hanil. ihiiuld forreit in iiroporlion la anj advanlog* 




thai actually doei or may nnssitily accnm from Ilia 




ratiJL Should It ptCTEnI <he arivei»rie> fum call.ng, 




after the hand la played out, the honours bhatl take 




place of (ho iricki." 

tW i. The dealer, after ihowlng the trump cant. 




through awkivardnesB. lei il fall on ill face. It »atda- 




Mrmined on the spot thai the deal itioulri not ilandgMid, 




but iha card having been leen, siiheie eouto bo no poa- 




aible advamago made hy the mistake, I am of a lUfierem 




oiiinion, and pmpiiM iha Toilowjog addition lo Ihe 6ib 




bw, ai it now ataudi In lhi< book— 




" But If the card i> showu. anri falli on 111 faca by 




accident aflermiri, ihon the 'leal lo Hand good." 




Out 3. A playing oul of hii turn, B hi« pBitnor -vai 




dirwiod lo play a irump, B however led another uiii. 












lo me on Ihe ipot, a> no printed law. reached iho ttvs. 




1 deeiOed tbai the cardi chould be taken up again, tai 




a irump led by B. as diiected. Thia decision wai pp 




proired bybolb parties, and 1 propoie il a>a law on aa} 




Cue 4. A calierl al B, hit partner did not anawBi, 




though he had sn honour, havinga bei on Ihe odd irrtk. 




The adtersariei coniended thai ihe deal ihould aai 




Hand, and a wagor was laid in coo sequence, and re'er- 




■ad to nie. I decided that the game wai fairly wgo. 








eircumslance ai far at relaled lo Iho game, though It 




Bight a. to the -rick. had that i*en the case reftrroJ. 1 




ibink .1 impossible to nbicot to ibo Billowing law, vii - 
" No one !• obligoa <o answer to his partnor-i ealU 




eren ihougb ha hai ibe other two honoun in ha 
hand." 

OuB 5. A at the acore of B, on gradually opening bia 
band, saw IwD honoun in it ininediatoiy, and lold hii 








panoar of il, who did nol anawer. A continuing la 
look through his cards. roim<) a ihird hnnour, and ihnw- 






•d them down, Il was contended that he had no rigU 




to do thi<,and decided, a a 1 hear, agsinit him; but 1 







00 wBin-. 

■m hilly cunt liMWl Im^peity, and I |in>|K)i*M» t^«, 

ItaU d ta 

piHlt»l»i tiuii iakiH( ailnuiac* >^ <h>>" ■> ■"T ■■■>■* 

I thall Muw ••IK-ipl HI liaiiil 1 L<i>, which i[ a|n«l 
tDt w-'l, <u "IV oiiiMim, pui a vup w • fKKim that, 

ttuwih iiwti»)w M" "■••»< •". « • rMlf •banhiidir ii» 
%«, ikM.l hMi » ii-ll »u>w. I* "w iwrmi nf all thaw 

a^Minoit <u ■ ■■iiKiu ■•■ty iHlwr ropiei ealculawd Rtt 



•MuluMljr luutiiMtwJ iiiii)*! • h«<m paaatly » lajr ■ 
mtJAii 4^i**au tb« tuiuiBK i4> vt' tb« tnH«p card aad 
plajiiuatM l»i catdui itta unl. riictf>( vhai ■ alreadj 
allwH»il hj in* luto* ol ih> tnHia— web u lo aik «hu 
ti« l(uu>pa, U> Uwun Iba catiti ma; ba (trB*a,fre. TM 

•• W hu»Hi ihaU b« woH « (MIUK »MI>fMly (!» 
«a««i hit aii^nl m dwapp'Obaiisa of ha pariMi^ 



• of vliiM an inarluDica), *ihI n 



plai-wL if nw 
|irlMip>>arih«T*«anH9im|ile. If A bull 
I [|i»*a of I oirt. aad ft hi* iitmiarT. hai iha 
(I iiiar*, IM Ivan oontxtantiOB will Aow Ikal 



^^■— 


^ 
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If A iMdi, B -ini ■ Irick. and v^avern, -rGoutH. in 






eiery auch Mlualion It i( ihe mutuBl plm a( pluytirB by 






iMrling ■ hMiiig can! lo pul il lulo ll« ailterHi)'! liand 


















■luniinn ttiili praciice inapjily The prloclpfc u obvioui 












unaca apenlas occBaiDiislly wiiii the seven and five, ai 






the Hce anil queen, and ii pioduciiveof >he tunic aiUmo. 






■Bgit ^ A, latt playec. len.iint with the ace and queen of 






■ uil .10I played. Ihe lail lrun<p. and In.ii.g card. B, 






bii kit hand adveitary. leada a jcircing csid Quan . 






Ho* » A lo playf An"er-lt ihree iricki .in Ihe 






lano fl. any pax.culai pomu he i. noi lo ru(t hut thm. 






away hii Joiing card. Iiecairie biB lefi hand adverHiy 






beirg ihen obliged Id lead id hit nnt. he lemslni lenace. 












■ilinn thai makini; Ihe four iiicki gnini him Ihe (uOber, 
b« Ihould then lake the fi.ice. aa in Iheie MUBKoiiiyou 










•rejuBiiliett in giving up Ihe lennce fat an equal chanca 






of maXing any nialeiial poini 






The FineiEe has a i.ear affinily In the lenncB, except 






lliai ibe laiier ii equally the object wheie iwo. and the 






fonnei only wbeie ihete aie fiiur plavein. A hai [he 






4ce and queen of a luii led b;' hi« 'parinei, now the 






dullBgi begiiuier will ne ii piupei to put oa Ihe queen : 






aiiily ID prevent tbe king from making, if >n Iha hai]d ol 










hie light band advemiy' Should it not ba iheni. ii la 






•vldeni you neithai gain nor luie by making the fineus) 






but few players carry thii id« down m the inferior 






cifd). nt Bs ihai a trick mighi be made by a judicinut 






fineiH, Bgainei an eight an a king— but lo know exBcily 






when thie ihould be done, requ i re* more liiill ihan in 












*Uinii.AnotbBieaKarfineiM! even again!! iwocardifr^ 






quently acc<in,Bod (he reaeon on refleciion !• telf nidrnl. 






A leadi the ten of a luii of whith hii pntiKer nil iha 






■», knave and a •rnall one ; B .houiri GnE»» nr lei iha 






leo paia: even though he kiiowi the king or queen an 


















hail he put on bia aoe, he eduM make bin one— ii. Fhon, 










1 
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THE GAME OF QUADRILLE. 



The Gaine of Quadrille it played bj firar 
rhe number of caidt reauired are forty. The Ibur teos^ 
ninef, and eights, are niscarded from the pack. Tbt 
deal n made by distributing the cards to each playar, 
three at a time, for two rounds, and four at a time for 
one round; commencing with the right-hand plajMf 
who is eldest hand. 

The trump is made by him or her who plays, with of 
without calluig, b^ naming spades, clubs, diamoodi, Off 
hearts, and the suit so named become trumps. 

The two following tables will show the rank andordir 
of the caids, when trumps, or when not so. 

RANK AND ORDER OF THE CARDS WHEN 

TRUMPS. 



Cluba and Spadu, 


Hearts and DioHumit 


Spadille, the ace df 


Spadille, the ace of 


spades. 


spades. 


Man i lie, the deuce of 


Manilla, the seven of 


spades or of clubsi 


hearts or of diamondi 


Basto, the ace of clubft 


Basto, the ace of clubi. 




Punto, the ace of heatta 




of diamonds. 


King 


King 


Queen 
Knave 


Queen 


Knave 


Seven 


Deuce 


Six 


Three 


Five 


Four 


Four 


Five 


Three 


Six 



llinaU 
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axMK AND ORDER OF THE CARDS WHEK || 


NOT TBl'MPS. 




GhteMigMdw. 


HtprUi«dDimp»i$, \\ 


King 


King 




ir 


i::z 




SaxiQ 






Six 


Deuce 




F>«a 
Four 


Three 

Four 




ThTM 


Fnt 




Dcuea 


Six 






Se«o 




SniaU 


10 in bU 




rramttwinUbleiitirmiMcibMmdthatipnriillii 


and. 


buto KB BlwHfi inimpi 
ow immp man ihan tba 




baTa 


block: the farmer Iwelve, iba || 


kiter only BlDiim. 






Tbere ia ■ irump beii* 


een IpadlllB and baito, w 


hich 




n btacb the de.ice. and 1 


red 


(ha>a«n; ihasr m™ ihe . 


econd cardi Khen trumpi. 


and 


IbB Jjut in (heir Ktpecll* 




E.X- 


ample : Ihe rfeuee of ipadei bsinE seecmd u uin|i. vhaa 1 1 


UiBv ire l(iimni. and loiv 


« card when clutu, hearu, oi 




ndionf ihe.eu. 




Punio ii lh« ace of 1 






■box Ibe king, and iha 


fourth trump, when eiin 


r ol 




Ml Bia below Ibe Irnate, 


and 






not 


UumpL The Iwo of ha 


am nr Hiamondi i> bIwbj 




parlor to Ihe ihraa: iha i 
£«. bdH Iha B™ (0 Ihe . 


n»ui Ihe four; Ihe fnuri 


ihB 


<: the .i,i< only. uperl 




Ihe seven *heo it ii no 


m.mp.,iorwhrnihew)v 


n ia 


RwniDeiiiilhewcoori i 


ump. 




Thara eia iMaa matsd 


re^.ii.padille,n,anilla. 


and 


baiioi whiKS privilege it 


when Ihe player bm no 


ther 


tnimpi but Ihem, and Iru 


mpa are led, ha i> nol oh 


g«l 


10 play ihero. bui maT pi 


y whiil card he Ihinks pr 


per 




helrun.plad >■ of an inf 


nor 


*>luai bulifipadillaih 


uldbeled,helhathaima 


nille 


or bailo only ii ciunpelle 






wilh band in leapeei to n 


a'nifer Ihe^'tiTperior "maU 
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Although, propcily ipcBting, ihers aie bul three mm 
ttdorei, y«i all iho» iriimpi which iiiceud the thiM 
6nl without interruption, ire alHrslled mitadorei i bu- 
the three Gnl onljr enjoj the pciTilrgi above itsted. 
TERMS USED IN THE GAME OF QUADRILLE. 
7b atk leave, it to aik leave Id plaj with a panoer, by 
Baila, i) ih« Bca of clubi, and bIkbti Ih* Uiiril bsM 



Au(, ii 






p«»»f 



uniUt, i 






id lb* 



CodHIt, iiivbenthtMe who dsfendiha pool make mora 
tiicki than ihon ivho defend the game, which ii called 
•Tinning 1 he Old i lie. 

Coninlaliorh ii a clBini in the prnie, alwaya paid by 
thtiH whn lou. whether hy emlille or remlH, 

Divoli, i) ofhen hs who iianda the game makei dc 



trump is played for 


the ad 


ern 






Hei; 


likewise mid tn be fniced, 










t>f the other player 


ohiigai 


hinl 




















FbraJ^adilU. 


I when 








kohu 


■pBdilleisahliged 


.plav i 












Hon 


avini 


ifk>d lean, new 






aim, 


Inw 
































ko the 








eheville.iheknave 


Fa soil 






vhichih 




























r«(. the senm nf h 


artinr 


<am 




nd Is aliv 


ayatb. 
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IS. r»oc.n«iilc.bi!b»sredforartnot,Me.i.rl™ihi 






trtck it lutned and quilied ; and if any iwrson renoun- 






cea. and ii is diauKercrt, irihe playci shcuid h^pncn ta 
M Insled b; eiieh nnoudce. all Ihe parlicg ars id uk* 






up Iheir ;afiii idrt play Ihem over again. 

17. Fajcad ipadilla i> not oQliged to make thna 






18. The paiM wha undenakai id piny tha .ola, hn 






the prrferencB of playing befon him «<hD Dffeii to play 






iari> piandra. 






19. Tna player i< entil'erl In know who ia bi* kiai 






called, bafnre he declares hi Ihe vole. 






aO. When lii Itiekj are won. iho permn who son 






Die liiih mum Hy. " 1 play, oi do noi play ihe toje," at 






"laik-'-andnDmore. 






SI. He who hai passed once hai no richi id platr 






■flee, unleu he ban ipad.lle: and he who aj>ks muM 






plav, unlBss Bome^dy else plays sans prendre. 






32. ir the playen show their ca>d< beraie they bava 






won six tficki. ihey may be cslleil. 






83. Whoever hat a>ked leave, Moonl play mu-j 






piendre, unless he is forred. 






34. Any peison may look ■( tlie iricks when ha ia It 
25 Whoeier, playing for a vole, Inies it, hu a rigb 
















Sa. Fnreed spgddie cannot piny for the vole. 






27. II any person disooven his game he canool plsf 
29. No one is to declare how many Uumpt ate out. 










S9 He «hi> plays. a<id dnes not win three Iricka, \t 






buled alone, uoleu forced spadille. 






Sa If iii=i6 are two card) of b M>ri, it is a raid dad, 












Shorl Rulafor Larno-,. 






I. When jou are Ihe ombre, and your friend lewh 






from a mait. play ynur hen irump, and then lead tba 
text ben Itie first npporl unity. 










a. If you possess all the trti.nps. ooniintiB leading 






diein. oicept you hold certain olher winning cardi. 






3. If ill Ihe malts aie nni .e>-ealeri. by ihe lima you 






have sii trtcks, do not risk playing for Ihe vnla. 






4. When yiiu are the friend called, and hold only 1 




k 


oiatt, lead in but if it is guarded by a small trump, lead 




L J 



when [ha ombre ii lait pUyw, ImJ l>alM 

> ill rerl. or king of ininipi in black, ai* gai 
id when they are your belt, and ■houLd^tb 

»htiiherrrisndo('ro«. 



e. When pkyh,; .g... 

■nd pmient, if possible, ihe o 
piper; 



> alaiui, qfiptamng, qftht b 
I. ETcry person ii to play ai h< thini 
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Riakri nnly onE irick, he it nni basi^d alone ; which ii, 
when nol having a good hand, he paisea. and all ih* 
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uni appeller, (cc 






onaolaliai 



called 



Ibe playcc of Ilia three who may h 

ajicepi ihe Hna appeller. which he i 
oeiveg, ilihoiigb he plays Bingly, 



I from each, if ha 

lera. rhcj belnng to 
ve 11* ipadille. or 



QITAUBILLE. 



».< .ppell«r, 
pl.y m whici 
bne ■ trump 

tS. Ka plKj 

Mi^Alr caid ir 
laii ptsyrr, ar 
it Gompellfld lo play in Ihr 



>pel1ed 



ipclled ID plBf iL ; if b; Di 



IcDigsnce id his CiiBnd, but purlkuJarly ir i[ >houl 
rnatadnn. He who playn sana appclla,, or by i 




78 ar 








tfimt by CBlline * kin 


t with di 


ectinne 


at the end of 


BKll OH »hBl liump 








OOTU)>>ir(rf.wAtch 


«-ji,pt.,^caiK-,yate.r. || 


I. Spidille, ...inille 


two iiiial 




n. d»mn»d« 


tlu! queen of clutas, mi 








card* onto DitwriuiiL 


Lead a 






t Spadilh, minille, 


«0 lir>al 


heani 








ubf. an 


ihiea iMll 


Midi of Ui3 other iu.li. 




UIIBllKU 


■np. 


i Spulilk, m.nil].. 


two tmal 


heans 


"ofthe"'^ 


Ihrac (niall dutat. and 






will. LeBdKinmllininip. 






4. SpBdille. punlo. k 


ng, qut»n 


and t>n 




I»di8»»»>d. three ima 


clubi, the 


queen ■ 


odo»eept(l<i. 


Ladpunto. 
6. Sp»da;e, puno. k 










■ndon 


•mall heart 


or dininond, the knave 


Btld two 


nnalle 


ubi, and (M 


■nail tpKlea. Leail p 








6. Spadille.king.qu 


en. knave. 




•mill heart 


or diamond, with the q 




.and one •mail dub, || 




Lead Iha 


king Qf 




T. Spadillc, Ihree, fb 


r. five, an 


•iior 


ea.t!i or dia- 


n>cmd.,kmBarGlubian 








■padei; ohelher aldei 


ft anj ( 






hare (ha lead pia; B ■ 




i inth 


lecond lead 


pla; «Dadille. 








■^8. Manilla, b.flo.«. 
mondi.ih[>Tin>allcIub 


1o, and iw 


noxall 


earti or dia- 






d one ipidt 


Lead mBnilla. 








S. Manilla, bam. ki 


g, and tw 


• mall 


eans or dia- 


mondi.quHnandonetr 


..II club, a 






LeBd m>i>il1e. 








10. Manilla, baslD. q 




two .m 


all faeani ot 


dianionds, quEcn anrl 


wo imall 


clubl^ k 


BteandODi 


^de. Lead niaiiiUa. 








II. Manilla. ba«n. « 


Ih the th 




an hearts a. 






club, kn 




•mall ipadH Play a i 








11 Manilla, punlo. 


ing. and 




11 bean, oi 


dnnmnda, queen, kna* 


Bn<l one 


small c 


uh. king and 


one ■nrell !pad«. ImH 








dia'n,o""''"lfp """"d' ' 


uMn, an'tl 




all beatit oi 




small clu 


b. king a 


nd two Dnall 


ipada). Playasmellt 









BO 


QCADXILLK 




hlng aod MM 


tmall heart, queen 




m,«d.. P].y 






8 Maniile, 


M"n."k.n!i,"an5l.n 


■mallclubiorspactei. 




II diamonda. Laad 


•niDiUe. 






». MinillB, 




two small club* or 


(parin. ihi« 




and one imaU din- 


■nrnxl. IjtBd 


nanille. 




10. Man Ills 


basin, knave, an 


l»o snian clubs at 


■padet. kna<e 


•nd one bnil, ih 




Lead man.lla- 






II. Manills 


bastn. and three » 


^■11 club, or spader 




•mall hearts, knav 


e and one unaJl dia- 


.n3 "ui" 


mandk. 




ll'Manille 


king. qn«n. and 




>pad«,kiog. 


done imall heart. (| 


uwn. knave, and one 




Lead ...andl«. 




13. Manillo 


king, kna.B. and 


two small dobs o. 


ipadai, kmf a 


nd one smaU hean, 




duiirwnKt. Lnd man II Is. 




U. Mnnille 




^all cluh. or spader 


queen and Iw 


■riiBli heaiK, king 


and one small d<a- 


mnnd. Plava 






15. Mani'lle 


aod Iha fnur tma 


leit clubs or tpadai. 


king, quea.i. a 


d one rniall heart. 




PJay ■ imail < 






16 aa>t<>.k 






qunn and l» 


o oiiaU hearts, king and one tniall dia- 1 1 


mnnd. I^ad 


bano. 




IT Basin, k 


ng. knave.and two 
e hean, king and 


mallolobsor^pade.. 


knave and on 




Lead boBIo. 






18. Basin, k 


ng. andlhreeamal 


clubs or spades, kint 


PI,Va""«M''. 
19. Banc, a 


earti, queen and 


wo small diamonda, 


n7fou,of.be,n,a 


leEtelubaortpadet, 




of heaili. q-ieen, 


nave, and one tmaU 


dian.nnd. Tl 


JO email .rump. 




30. King, qu 


rn. knave.and two 


mallclubtorspsdei, 


king and que 


n nf heart!, kn«™ 


and i*o 8ma!ll dia- 


»o.,di Liwd 


ihB king of Itumpi. 




ai. King, q 




nd Bva of clubs o< 


•pad... kinR 


nd queen nf bearti. queen, knave, and 1 1 


DM imall dia.. 


nnd- Leadihvki 


e of .rump. 




call your Urongeal 


u'ls,B.coplingwheu 







as 


QUADRIU-B. 






6. Fou.md 


rlom 


.hM,i..iing 


.„d„o««.11cl«<.^ II 


kiii| IDd t*o ■ 


maJJi 


ladei. 




' 


T. M*DilK 


b»>o. 


po,,,o. .hr« 


aod fout of hearli, [ | 


king and one c 


ub.ki 


g and two ^ 






S. Manilla. 








ftiof. and fiv* 


af bean a, om 




•amond, and 




.all iparin. 


9. Mamtle. 


laiio. 


uiilo. C|ui»n, 




Ibu>. aad fi«« 


«r hearis, one 










10. SpsriilJe, iwo, 


hree. lour, fiv 






UngiDdoned 


aniond 


kineo(ipada,an 


klngofduM. 




c 


ILCVLITIOM. 






ll ii iboul 


velo 


lur Ihal you 


pait 


>»r holdl OM 


urdoulofivi' 


; and 






bold! one QUI 


gf Ihm «ru 


cnid*. 














□u ihc 


uld hokona 


mauido™. Ilbbr 


thefimcalcul 




dam. Ihil il 


Bfiva 


olburinKHir 


favour ibai yo 


rpan 


erhnldtona 


fiHe 


.wo. and™. 


Hguailly you 


nay pi 




accordingly. |1 








•iihiheanlM- 




you tIBVe gre 


alori 


. of winning 






bHne by the 
a iwo Ihal yo 


I par 


d calcnlation, 
loar bold, one 


tliai ii » abnu 


fiy.l 


of ihen.. 










Th>M cnlo 


>ii»n* 


apply to a v 


rlaij 


of aaat. and 


W>U b< Ibund . 


arjuH 


fulio.bapla 


«r. 




IDMT 


on TO 


THtotmof 


nmn 


u.t. 


Thii gama 1 




na. playad 






which ™ grn-r 


l"™: 


KB, iind wnic 


ha. 




of iilayiiiR ai.i 




evolo; loio 


hkh 


an aridiiiiHutt 


fi,h 1. paid or 










ll «7\^ pi« 








bf huyinR a k 


E ynu 








<»r,l and pay ng . fi 


ih fnr it; »; 


h "■ 


id. ,0c play 


■ICH... o. ».»> 




,. But tneta 




Won. plavad. 


■nd only Hod 






u.ple 


. ai^d d.fli..ul. 






prEifeni an agrei^a 


le party f.o.n 


maklME . pool. 










Solilarv qua 


ritk is 




raed 


nllo call, but 


mlwayt play n 


Di pr 


ndr.. »i.h o 




oi in. ...adia- 


Uuriandirio 


«.yd«UnBoo«oa 


iT'pl. 


> klunt, than 



^^^- 


^ 




SNIP, SNAP, SNOEE 'EU. 83 

the utiitie an mey hiiTe been ngreeil upon. 

BDllUry qoadrllle )iy Ihrrn, or tredrille. 1b hy tbrowln; 
out »ll (oKMpt the IdoEl of one, ud only the tlx of the nrf 
nilt; «.oh person ptajing on their own uoDunt, u ri 




SNIP, SNAP, SNORE 'EM. 

It mey be pinygd by »ny nuoiber of pcnont. nnd wilt k 
Binipiite Keek at eanlt Kucb |>lav> )»[bre him ^k centi « 

iuui*l o'^. The tiiiliie°aiTiBlite°lo ple.y^g inrS M ^atl 
nlue Willi the pecKiu ImmHllslely belb» ysu. whleh nipt 
him; If Ihe pleyer oe.t to yotl bun third OBrd of tb< «IM 
Tllue. yon ere enippad; ind the ftmr-.h pTCduose 1 Boon, 
For eumple. If the cider bnnd A pinya ■ Hi, nod B like 
wile pieye B eil. A la mipprd. nnd putB one Into the pool, — 
If har nlK> a rii, B le mapprd, nnd payi tVB In the ptnlj 
and If D hiL< th>^ other di. C 1^ in-rtd. end peye in lAree.— 

•iBtyoneinoiitm.>ortnfljiwhenillBlnbiBpower."wiian 
■Df one bu peld inlo the pool Ub Ah ceote. be retlm tiota 
(he pme; mnd tha pool bemmH the prDpertyuf (be penon 

dealt IhrenorfDUr tiniee beforethegimelederllcdl but if 
tt^jv™ -« reduort M two or thrse, tJiej onlj Brt l» 
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THE GAME OP PIQOET. 

The game of piquet is played by two persons, witft 
thirty-two cards; which are, the ace, king, queen, 
knave, ten, nine, eight, and seven of every suit. The 
■ce is the highest, and is equal to eleven points ; the 
king ranks above the queen, and the queen above the 
knave : they are each equal to ten points. The ten also 
reckons for ten ; the nine for nine ; the eight for eight ; 
and 80 for the rest. 

TVrifu used in the game of Piquet 

Carte Blanche^ is when you have not a pictured card 
in your hand, which reckons for ten points, and takes 
place of every thing else. 

Cards, is the majority of the tricks which reckons for 
ten points. 

Capote is when either party makes every trick, which 
counts for forty points. 

Huitieme^ is eight successive cards of the same suit, 
and reckons for eighteen points. 

Point, is the number of cards of the same suit, the 
ace as eleven, the pictured cards as ten, and the smaller 
cards by counting their pips, and counts for as many 
points as cards. 

Pique, is when one player counts thirty m hand, cr 
play before the adversary counts one: in which case. 
Instead of thirty, it reckons for sixty, to which are added 
■s many points as may be reckoned above thirty. 

Quatorze, is the four aces, kings, queens, knaves, or 
lens, and reckons fo** fourteen points. 

Quart, is four successive cards of the same suit, and 
reckons for four points. There are five kinds of quarts, 
viz. ace, king, qiieen, knave, called quart major, down 
to knpve, ten, nine, eight, seven, a quart minor. 

Quint, is five successive cards of the same suit, and 
reckons for fifteen points. There are four kmds oi 

auints, ace, king, queen, knave, ten, called qiiint-inajor, 
own to knave, ten, nine, eight, seven, a quint minor. 
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Riptqtu, II when one of the playen counts thirty 
points before his adversary has counted one, or hat 
claimed either point, sequence, or quatorze, when in ■ 
stead of reclconing thirty he recltons ninety, and pro- 
ceeds above as many points as he could above thirty. 

Sixieme^ is six successive cards of the same suit, and 
reckons for sixteen points. There are three kinds of 
sixiemes, vil ace, king, queen, knave, ten, nine, a siz- 
ieme- major, down to queen, knave, ten, nine, eight, 
■even, a sixieme-minor. 

SepHeme, is seven successive cards of a suit, and 
counts for seventeen points. There are two sorts, vii. 
from the ace to the eight inclusive, a septieme-major, 
and from the que#n to the seven inclusive, a septieme- 
minor. 

TYeree, is three successive cards of the same suit, and 
counts for three points. There are six kinds of tierces, 
vii. ace, king, queen, called tierce- major, down to nine, 
eight, seven, a tierce- minor. 

TViton, or stock, is the eight remainiog cards, after 
twelve are dealt to each person, 

Lmn qf the game qf ptouel, as played in the moai 
/ashumahU circles. 

1. If the dealer turns up a card hi dealing, belonging 
io the elder hand, it is m the option of the elder bajia 
to have a new deal. 

S. If the dealer deals a card too many, or too few, it 
Is in the option of the elder hand to have a new deal | 
but if he stands the deal, he must leave three cards &« 
the younger hand. 

3. Whoever deals twice successively, and recollect! 
himself before he has seen his cards, may compel his 
opponent to deal, though the latter has seen his cards. 

4. If there should Im a fiiced card in dealing, then 
must be a fresh deal. 

5. If there should be a feced card in the talon, or 
stock, the deal must stand good, unless it is the upper 
card, or the first of the three that belong to the dealer : 
but in case of two feced cards, a new deal necessarily 
ensues. 

6. Sliould the pack be erroneous, that is to say, 
should there be two tens, or any other two cards of the 
same suit ; or should there be a •npemuroerary card, of 
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23. Neither plaver can diKard twice ; and if he has 
toifthed Ihe iinck, whaiever cards ha has discarded, 

34. N.- pbiyer may we Ibe card he is In lake in before 
he has ilitcai«ed ; wheiefoir, when Ihe elder hand 
leavea any of ihe lakein i:Brd>. he inuti iprcify what 
Dumber he lakes in. or how many he teaves. 

iS. He who calls his game wrung. Bud iloei not ror 
RTl hmteirbefore he begins lo play, reckonsnothinglM 
baa in hi) game : for if the .dversary dtscnyer. il, at the 
Oeginning. middle, or end of the deal, he shall not nnlf 

•ell' lecknn all hehaiguod isi hi tganie, which the oibai 

26. Anv card which is eeparaled. and has louched 
■he hoard is deemed lo be played. IVevertheiets. if a 
card 11 played lotbeanlagoi.isrBlead, of a suit d.fferen 
^m what has heen played, he is emiiled lo lake il up, 
and play anoiher of Ihe pmper suUi for there ii u* 
penalty for a reiiouuce, there cannot ba any in lliil 
ease. But if the player ihouid Dane none of ihe luil 
led, and plays a card he did noi intend, he is nor per 
mined to lake il up again afier he has once quilled li. 

!T. Whoever eayi, " 1 play in such a suit." inA 
anarwnrri doe. noi play ihai soil which he should play, 
in order lo lea Ihe cards Ihe dealer has left, is liable Id 
be compelled by his oopanenl ID play in what tun Iha 
la tier chnoies. 

38. Theplayer, who, by accideni, or otherwise, loma 
o.«e. a card appertaining to Ihe slock, is lo play ia 
what sun his aniagonisi may fix an. 

1. Thegamaconsislsafane hundred and one poinlK 
Tba UBial mode nf niBrkini. them is by cards, such u 
Che ,i» and lb. Ih.«. of any suit lo rien.il. the un.la. 

and the parlies cul for deal. The peisnn whn cuts Iha 

3. The deslar llien ibuffiet ihe cards and preienli 
ihem To his adversary, who may ihuSie ihem if ha 
Ihinks propers but Ihe dealer must have the lail shuffle. 
They are ihen cul by the advar»ty. and ihe dealet 
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ETTea two cnritji BlIcniHICly, unlil BBch parly hai iwsIts 
The Hinaiuiiig eight cHrcIi Bie placed iijjoa ilia Utjle, 

4. The fini thing 10 be coiiiiidered, afier mum the 
carri^ ii wheiher you Ii«ve a cans hlancho. Whan 

and when he ib going to lake hn share fioin talop, ><]U 

on ihc lahle. couniing Ihem one afiet anolhai; and 
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ha BnEW«r>, " il is nU good." The player who bat Ihg 
























what her he is eld eel or youngest 








10. The points, Itercea. quarts, quinli, Slc which Bia 








good an to be ebawn on the table, in order that their 








value may be seen and reckoned : but you are no! 








obliged to show quainrees. or three aces, kings, tc. 








11. When each has eiamifled his game, and the 








eldest, by the quenlinos he aaks, see. ever, thing that ii 








good in bis hand, he begins to recknn : first the carte 








blanche, then the point, then the sequences, and laslly 








Ibe quaioriea.of Ititeesof aces, kings, (fcc; after which 








lie begins In play his cards, counting one point lor every 








figured cnrd or ten. 








11. When the elder hand has led his firil card, Ibe 
















quainnes, or thieei of aces, kings, jic. or cane blBnche, 








if he has II 1 and having reckoned them all together, he 








lakea the BrM trick if he can with the same suit, and 








cnunl. one far it ; if he canttoi, the other turns Ihe trick 








and continues; and when Ibe younger band can (ak( 








the trick, he may lead what sirii be pleases. 








13. In order to play ihe'cards well, you mitsl know 








Ibe itrenglh of your game, Ibal is. by your hand you 
























10 what he shows and reckmn. 








14 There ate no trumps in the game of piquel ; Iba 
highest card, therefore, of Ihe tuii led wins the trick, 
IS. When Iba elder hand has neither point nor any 




































who ihen leads in bis turn. He who wins the last ii>ck 








counts two. 






^^B 


Oeneral Ihila. 








I A ways ptay according lo the stages of your mma, 
thai is, when you are backward in Ibe game, play a 














pushing game, otherwise you are lo irtaka twenty uvea 






■ 


points elder hand, and tbirt«en points younger hand; 








^ 











n FiquET. 

4. The younger hand ihcniliJ genenllf cany guard 



(her iuIl ha ihmild throw away the guHril 10 that kii 
vipecjally if he hu put out one nl thai luil, »bJch m 
give him an even chance or nVinR ihe citdi. 

IS. ir ihc elder hand hit a quan lo a king dealt hi 



k>i>«, ortodiKBidakingor 



■ca or nine 10 hl> q.jan to x king. l»i<«, on 


out of two 




.her a king 






lbn>, 10 diicard ■.. luch a manner t> givei 1 


m the fair- 


be a niieral t^reclinn Irrdibcard in all litnil 
Iher nit elder or yauneer luind 


icaumaj 








ai> the acx, king, and knave of a suit, ha-in 


E diNarded 




OK. knave. 






cards in the other luiu. which ot ihen hi 


1 ihould ha 


pisir rmm, in order 10 base the faireei chanc 


oC^inniug 






of which he haaihe teweit in numhEr; bei 


au» If ha 



it^restlybeforehim, iDI 
Ihe loaingof theeardg, hi 



h'.''ll«™«'u"2 





Agn. him. 


OF him. 








AlIeanomoTl 




loZ 


li. Th> odd! tl 


■1 the youngii bud Ukei 


in oM 








13. The odd. of 








1. ThMthaeUle 


hand wlnilhet>mgi>5ici 


4. 




r baud doM DM lureh iba 


rounici 








3. Tl»il Iho you 


nger bud doM not hircb 






d B msks ■ pirij at piquet 


Ahu 








l»H.l23lO»l. 








;»me, and B ong game, tt 












gsmu Inve beUira Ihejr ci 




»l,theoddea» 






I. If A h« iwD 


ismea lo.B, and ha. Iha h 





g. [f I! ha. ih« hand when A t. iwolove, thaoddt'm 

9. If A ha. two Eamei. and B one. bafon ibcj cut, 
Iha odd. Id faiour cf A are about S u 1. 

10. If A ha. the hand, and iwo lamn to on«, ths 

•dd. ansabouill to 4. 

11. If R hj)> Iha band irhen A 1. Iwo gamai to ona, 
the odd. in favour of A awe abnui 9 lo 5. 

IS If A it one fiame love, and alder hand, (he odd* 
b favour of A are sboui IT lo 1. 
13. If A has one gania love, and youni{n band, iba 



■ddaiDfkvouIorA 



THE GAME OF QUINZB. 

a » ■ French gsmt Ii ii usrtnlly pUfad bj M 



(Hhnnmeiontliccarri 


Kj.u:= 


ore. parlicularlj 






upon an equal 








. II •» alM Qui™ 


rmm fiflMn bein| lb« (><»•; 


which mux be ■..><)(. ■• 


fi'llnw.: 




I. The cx,rit mu.i b. 


•h..llU»lh.ll» 


wn playera, and 


when xhty have cul fo 


deal, which fa 


1. io Ihe Inl ol 


him who cull ihB Idhc 


•1. Ihe <l«aler h 


• Ihe liberty a- 


lhle.»<>ell»>lill()(h 


r gainci. in ih 


ffle Ihem again. 


l Whenlhiiiidonc 




cui.ihe».:.n„ 


which ihe dHlet [ivn 


ne card la hit apponenl. Bud 








S. Shoulri the dernier- 






card, he it em i lied lo ha 


ve ai manir ca 


drr^n'ohim' 




llmakefiftccn 




IDIhalnUFobet: which 




n rmin the top 


ef ihe pick : fnr eiampte : If heehou 


dh....de.«i: 






en. ha nu.il go 




mingnrarcf 1 


Mnn. lfh< 


dr«w» BO B'^hl. which > 


ill make jun fifteeo, be. ai bf- 


inn eldeH hand, iiture 


r winning Ihe game. Buiifh* 


o»rd.«»hin»eir.andn 




filW^n. he kuH, 


unleiilh* dealer ihould 




heHina; which 






. and ih« nikea 




d. In ihi< m 


oner the), per- 




g.n,e. by Hand. 


iog and hcing nearetl In Glieen. 




4. Allhe end <>r each 


giinn. Ihe card 


ar. pankad u>d 


ihwffl»d. and Ihe player 




»l. 


S. The adiBD-ige ii 


inVi-hl, «n 


Ihe lida D/ tbi 



irfi. 



r^^^ 


1 


1 


9a 


1 


THE GAME OF VINGT-UN. 












pmo of Quinu. h mai bs pisyorl hj two or mora 
























the lii« *ce luiDBd up, or id u; oih« modi ihai ma; 






be agraed upon. 












lurat »ingi-un oceort; and in ths meaniime Iho pone, oi 






joungeil hand, sliould lollecl lliote Ihal have been play- 






ed, and $huffie ibum Ingeihei, in Didei ibai ibej ma; be 






ready for the dealer acBinu Iha period wfaen ha Bhall 






hate diilribuled [he (.hole pack. 






In IhB firti place Ihe deaJer ii id gite mo eardi. hj 






one al a time, lo each playsr. including bimEelf. He ii 












ild"n°h"nd""hB''lVfr'*'l^™'h°ii"«and7o7i-Tshe.'la 












from off IhB inp of Iho pack, and afterward another, ni 












caida, addeil id those dealt, exceed or make iweniy-Dna 






eiBcily, or Eucb a number leit than Iwenljr-one aa maj 






be judged proper to atand upon. 

Bui when the poinia exceed iwenty one, Iben th* 










tarda of ibal individual pinier are In be thrown up dt- 
leolly, and tha «aka paid in the dealer, who aim i> in 










turnentilled to draw additional cardi. and on taking ■ 






Tingt'Un i* to receive dnuble tlKiei from all who xtand 






Ihe ganiB. excepting Hjch other playeri ■« may cbancg 






in have twenty one ; belxeen whom 11 1) Iheieby a drawn 






game. 






When any advenary has a vinglun, Bin! Ihe de«1ei 






hai no), in Ihal enu. ihe nppnnenl lo haTinelwenty-ana 






wina double tlakea from him. 






In the other eases, eicepling wherea natural vingl-up 




1 


happeaa, the dealer nay> aingle ttaliei to all whoae nunr 




L 





ben un'isr tKentyoi 



ijvfid bf Ihou who happen i 



paying 
Th.' 



■cL Bcoirdri^ 10 Iheir poinlo. 
TheofJrfi of ihngame depend mere] j upon ihe avfr 



.mple: lllhoseip 

Iwnunibei 
II be firi« 



A naiuial tingiun may be eipecieri 
porioni piaj ; u d no 00 in propoitkn 10 



vhichihe banker elainx, 


Hn<l mtiy 




ter wilhdn 
dcalL 


V R ord oh 


■1 eight 


r lew roniai 


10 ha 


n wit of rhir 


B«n CHtdt. wiih Ibur 


"^B 






< kbT rie'uee 






ift«,rj 


rt il.a yelloi 


























iird.i:>]]>clin 




■ecilisurB,Si 
















«<r i'nufrt, n 






and ii 




IWD of the p 


nur't ca 




in ihi 



Masqve, ligntfiei luming a card. r>r placing another 

vherenn ths punlsr hai siaked, and which he mar 
liiplay al plcaaura. 







no and h 


Ting the c 


irtt 




igbi for ihe pi 




I lho« ( 


ih« left to 


Ihr 


dealir 












Pai 


, (quiialent 1 


douW 


or quit 


; ■■. when 














nd 










, bririge ni 














A 


























Ihriea. 


to. A pail 


ejrlbJJ 
























her. 


rniler ha 


gamed a p> 


ro. 



■ paix-partilet; Itehle paiT parolet ToliowB double. &.c. 

Faralel, Hmeli'nes CBJieil cocking, li when a punter, 

betng fommata. clionni la venture both his ifake and 

gainit, which he inlimaiM by bending a comer of hii 

Fli, ii when ■ puiiler having Ion hair hii iia^a hy ■ 

with ibB pointi and foot towardi the dealBr, fipiiBei 
iharcbf a daiire either of rcooterlng the moiety, or of 



^■^^^ 


1 


pnABo. iai 


1 




Itc.. hETKli Ihe Ihrrd cornorof ihecard, ■nd senium 


■ 




lb[A[.»n limes h»>lak& 




^H 


SipC, «( te „i^ suc>^»:<is the Mining of a paralei. hj 
»nioh the piii.l« being emiikd >o thr.coliii slaks. riski ,-" ." ', 


I 




Ihe whole agaid, and bending hii caid a second liine, -' — 


. ■ 




UiW in *in 1 sevenfold. 






Soiamle. illita.it when Ihe playei having oblained 












>nak>ng b fifth parolel, eiiher oil •nolher card, if be hu 












thai one which conuiai lour, la pu»ua hia luck in iIm 






aaldeaL 






Taillrur, Ihe dealer -. fenerallt Ihe faankec. 






r«n(«. It I> M. follows a quin«. ic, when lh< 






punier again iiiea hii luck, and niBkea • Ibunh n- 






loJet 




^^B 


MiihBd ofDalmg, Rula of Ihi Oane, *t 


■ 




1. The riralai, who ii generally ihe hankar, » «iilad 


















entiie pKk of cardi, wtiich be oughi invariably lo 






roudi, Ihi ihe.e thnold be one card <nore or leu Ihan 






Bflylwo, Whemhii happem 10 he Ihe nasellie dealer 






fnifeits hia deal, and ihe ha.nk niust then par eveiy alaka 






depending on Ihecardiof ihe diSWient punTeri. 
9. Afier the carda are counleH, ihe dealer muH 
















cue of Ihe bankers, ii toffered In much Ihe cards. W- 




^^B 


cepi Kicul Iheoi i which is generally donehy Due of Ihe 


■ 


^^H 


""i Tfter Ihe card, are cul, Ihe dealer •howi ihe bol- 


■ 










■on lumed up on ihe lable. ihai ever; one may know 






vhal card ii al ihe bollom, withnul askinjc Ihe dealer. 






The puniera having made their game, Ihe dealer an- 




^^P 


4. He now pmceedilo turn tliecardiuprromlhe lop 


■ 




■ 




of Ihe pa<:k, one hy une. placing Ihe Got card on hii 












be hat turned up every cai-d in the pack, layinz Iwenly- 






■ii on one Bide, and twenty lix on the other, He alto 






■pecifiei ihecarda he lurns up.ai ihua. ace, queen. Slu. 
The Gtn card which i* placed on the right tide, ia Itu 








1 


K 


1 


L 




J 



; upan Itw Ian cvcm. beilr 



II of hi 



■nieli i( called Tier 



I. If after 



i( IhejconihiuB fonunaie, ii icrf lal. 

— -cK— - '•■'7 1'*^' • 6tih cock ; hui ihii haa besa 

done hy culling tfleaud in the tida,an<< making R cock 
IroinUut parloriliecard. Bui ia general. Hkw who 
plar tg bold ■> lo •eniure u> iha founh ccxk. and ere 
lonunale ennugh id win upon ihal eveni, double Iheit 

Iher win. to liilj-lwo timu ih> anMwnl of their ttake, 

■lak& Thiiiica'iledaSoiiaDtseileia.*' "" 

13. Iliilba duty of Ihe dealer lo be piniciilarly *|. ^ 



miiiake. douhl> 
13. The deal 



jepen 
t ihey 



eiably againii Iha hank. 

9 in be uiremely eareliil to 
V uiiiip«.ii>vQ «»u lii^hT in hit hand ; «ia penon, 
keen eye, by placing himself on Ihe righi hand 



14 Thedeali 

prKee/resTi 
ftaab game, a p 



OdJi df U< Qame'iif Phan. 
Ths ehaneai of dmibleli vary according i 



104 THE EABIi or OOYENTBT. 

The oddfl against the pontar ineraaaaa with eraiyttrap fliaA 

la dealt. 
When 011I7 eight cards an xamaining^ it la 5 to 8 in fltTor 

of the bank. 
When on)7 six earda, It is. • . . Stol* 

When only four cards 8 to 1. 

That the punter doea not win his first staka is an eqoal 

bet. 
That he does not win twioe following^ Is • 8 to 1« 
Three times following, ia • • . . 7tol. 

Four ditto, is . 15 to 1. 

FiTeditto»is SltoL 

Bizditto^is 68tol. 



«W^O^^^^<»^^^<»^»M»^^<^^^»^^^^^^VM^ 



THE EARL OP COVENTRY 

Ts a trifling little game, hut may amuse for a short timai 
The pack must be complete, and all the cards dealt out.^^ 
The elder hand begins, and the game consists in playing in 
auccemdon the. four cards of corresponding rank, accom- 
panying the playing by a rhyme. Thus suppoea the first 
to plav a Ten, he says, **Thei«'8 a good ten." 
The lid, *' There's another as good as he." 
8d, ** There's the best of all the three." 
4th, ** And there's the Earl of CoTentry." 
The player of the 4th card begins again, and the playing 
goes on in regular order, passing those who hare not cop> 
responding cards. The person who is first out wins ftom 
all tha ouiers a eounter tor each card thej hold rsqpa^ 
tlTalj. 



THE GAME OF ROCGE ET NOIR 

Ttti Game of Rouga « Iloir, or Rsd ard Blnck, ■■ ■ 
nodim one. It i« lo iljled, nni Irnm ih«cB[di,bul 
fram Ihs lahle on which it ia played being coTeied witli 
rerl and black cioib, in the placet macksd in thelblloif 

THE TABLE. 



Rouge. 


Noir. 


Rnufte. 


Noir. 


Rouge. 


Noir. 




Noir. 


Rouge. 


Noir. 


Rouge. 


Noir. 


Rouge. 



Any numbBtnfpenonamBy play allhiigamo. Tbfj 
■re called puiilera, and may risk ilioit mnnay on which 
onkiui thvy pleabe. The alakei are 10 be placed wiihia 

The Healei an(4 croupier being placed appnsile tc 



o the diSerei 
i<. He I 



en finally ihuffiHS them, and 
Lnlil hemeelswithspiniured 
e or iba puDlera, 10 cut, wIm 
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ROUGE ET NOIH. 




pl.c 


1 Ihe picluwri card wi,er« ll.. Hosier 


H-parilei Iha 


pt«k 


and ihsl pan of the pack baynnd 






ha plaMi al Uic tnd nearest him, lea 


vine ibe pio- 




card by *hich (lia punHu bad cui, al IM bfiunui 1 1 


of Ih 


.pack. 








tvnfcrda. 


■bou 


'a. maVr'in'l|«"h^! .' T^dT, Sndlnnk.ng .. Iba 1 1 


fiiM 




ablewilhitt 










h.rhl.ck.andKlilhe.n<ncklr back 










iDiir 




Inlbrmtiwa 


T 


a punten having flaked Iheir mimt 


on Biihei Dl 




nlnuri. IhnriealEi nvt—Volrt jcu i 


(■//«(7 ll 


j-iiur 


giin>e iB»<\tl or, Vntrtjeu at il fr 


tf It voni 


%«'•» 


raad^? ot. Ltjn, at fret. MaMin 


The gania 


umi 




«c..d%i,h 


iU tact upwirrti, nrine. I^nrr. mil cnnlii 


tie* dealing 






. in number. 


umt 




wbateisi d 


A 


ihB acta wekon b«i fiir one. no card afla. ihin; 1 1 


c«n 


mako up folly; Ihe dealer, Iherefora. 


doeanntde- 


Elan 


Ihe lena aiier Ihirtv one, nr upwardi. but merely || 


Iheu 


nil«.ail«D.lhree,ie. and a1.vay> i 


the French 


lin; 


ngp.aithu.: irihcnumberurpoinl 




Isal 


for noir are IhiMy five, ha layg dm). 


Br five, 




nthei pared i> Ihen dEali fur mugs 


n ■ aimilu 






nihecninui 


itMt 




.win. which 




n'luneerf by Ihe dealer, whn saya, nnigt gt^m. red 1 1 


wini 


: nr. Boi> jnyne, blnck vini. Theie 


iwoparceta. 




□r each eoloiir, make a cnup. 




Tba !».« i<i.»>h«ror points bein; rinll 


rnr each ro- 


lour 


Ihe dealirr savi. oprra, nfier. Thii ia 






/nt(, b. wh-Kb iiellhef party »ina.ii 


leaaMheo- 


iDUr 


are IhlriT one. which th« deakr > 






E. un rifaH irtnit it im. anri be mini h 






ed nil bnih coki<irs He, howaver. 


celdom ukea 


Ihe 


nnev. b.n remoyea It intnlbe .n'rdrila I 


nl. on which 


cuin 


rihepunteHpleiHi; ihit la railed lb 


Bral prii™, 


arU 




neil event, 




ri.a»ib<ir»hoi;,ialce. Incanofa 


«cond rfnu- 


Uci, 


ina iiHHKiy ia ie>tio*ed iuio the tbiid 


me, which a 



iia 










■ ud <ho,.l 


hepUfe 


he,n ».> <he pack, and un.H Mnrin. { 1 


ibi moMi, 


whether hand oi crib 




rklor 


tbxn Ifw 


ward. 








JIblhod itf rtayingjitt card OrilA-tgt. 




Tb« C 


bliace bo 


aid ia <a u 




, Ibl 




re to ttKjr.ribe u. Hi>d the <.i 




painu, or 




rked inerean 






pfiM 


















III Kit 


dul. TM persiin 


iulIiDg [be 


[.--Bsicribbagei 


ardii 












called tk 


«/»■(/« 


Iu>l. and m 








h« p>m 


The dBiil 1 


made by deali 




C«bpl 


.a.ely un 
ayer Ihen 


\Z^S 


ba,fi»a.' 
»ym.l.-opr. 


alive 


card! for 


he criU. 


,i>cn a Way 


belnn; 10 <be 


ebIh 


Thii dniic in« n' 


1- dealer cola 


the re...ai..der 


of Iha 


pack, and Ihc Iteale 


tiirna up the 


ppwmost. Tn 


card. 




I may bo 


»r«k»t»d 


ay each pailv i 




or crilx If ■ knave, Ihc dealar nam \wa pnint 




gaina 










XSla la 


viugoula 


ndcullii«aa 




d. ihn 


eldest Us 


d play, a 


caud. «t.ieb 








lo'^a.id o 


IB, Ihe pnin 


of wbK*. rer 


loned 


iritn the 


ID, will • 
ard. irvin 


ake 15 ; Ibn 


the non-deile 
pair, pair royal 


e 


wh«re ftl 


nived at. 


Ir IsT'pi^ v'w 


ed Ih^B card> a 


<»,Ai 


plavB-l h 




cOHled ibei 


iKiiher, and » 


nn al- 


lernaldy 




nKar inerm 


d( played make 


31,oi 




poHible 








Wtien 


he%l»y« 




'.,'pl»yh..n 


ocard 




make 31 




Oder thai nu.ii 


MT, ha 


M7. ■■ G- 


" if hu 


Hnnnrytbe 


play, and o.ak 


e. 31, 


he »ke> 


wu pninli 


ir iindar 3 


helakeimie 


liirlhB 


encMiolg 




y ; and l<e.i' 


e., the laa pla 




or en i>pp 




iiiake pun 


11 r wn]uenceL 




cairis Bs 

n..n..lMlr 
ha»<l sn>l 


fir>l.<he 


rier Lhia a» 
.ir...« plav. 
E heieaner 
Ihe dealer. 1 

rollo»->. reck 


nnt 10 he nlave 
cored bla pnlin 
1 reeled, procee 
couni and uks 


fi>rhu 


■Sn luinei 


HHaihIyc 




■nd always iiKludJni 



Ibr'ii a wquFiicB. 

froiTi ilk being Uie highest ce 



Ihec 

tvfln Though jou ihouLd bo-Ld ■ pair TDyal, nevei Ib) 

Ihet ifoursdi'eriBry i« neaiiy oi " 



iiyourd 



WhPi 



■>ihi!< 



7 from mBkingmiinotseqiienee!, Sic 
u (ci will The enn bo'.B, which will one: 
xjDnnl from wrnning Ilia game. 

OdJi 0/ fAi Gam*. 
umber of polnit lo be eipected from 



m Ihal each pinyst might to 



ine in ine Briverrarj, n.akmg in 

iBEe.fhmuglnuiihegaii.ei ihe 

are aliniBKid al five; 

, , InihBBnd of llwgBiiiB, 

hj which il appeari that the dealer hai (omewhal Iha 
■dvantage. tuppntiog Ihe cacrie lo lun (qua), and ib« 
playeri well malched. By aiundln| tollnscstcillBlioo 

and thereby play hisganie accord iiig ly i eiiber by mak- 
ing a grand puth nhrn he is behind and holdi gooll 
cards, i>r by endeavouring lo baulk hii adverMry when 
hi« hand prnves indiPerenl, 

Clitculaiions/br iayin^ IVagtrt- 

Before you bet. be caieful lo asrvrlaln who has Ihl 

doal. and pB/ paOicular aiienliun lo ihe tiluaiion Dl ibt 



CBIBBAOE. 

Ikfaaaur of Uu Dealer. 
beta pottj bsing B holn going op ii , 



Cub parTf being 55 holes going up ii 

When Ihe deator wsnls 3, and his adi 
In all gilualloiii of IM gapTie, INI w\\\\ 



i ihe sdiernry II, 

game : '. . . '. 
J, and hii oppo- } 



When both player* an a( G6 holea e«h, ii , 



When I 

When I 
When I 



liSI. a 



nrniSe . 



le i* 36, am 

Even Betling. 

In all coinli of ihe game, lill wilhlnSO of the tad, II 
Ihe non riSHlec is Vnm ahead. 

The di^nler wauling 14, and hiiopponent % 
diMo II, diuo T. 

And alu nhen at 59 holea each player. 
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IVn Brfatir luai CrWAoft 
Diflaii nnty fkam Ihe pncedlng. ai the pariu put <x 



l> «a fliacily similar Id five-card cibbsfie, IhRt VKf par- 
•CH1 plnymi one well, niiuil play the other to, ll cnn' 
iiini or pnlra, uquencH. fluitiei, iix-, and Ihe pnlnii 
■ra rackcined anil inaikeH preclaely in Ihe nine man- 
ner. excepl Ihal a( Ilia baginniM of ihe gaina, Ihe non- 
dealer ii nol to Kora any halat iof the liit, and all tha 
caidi must tie played out: IhHI in, whan either pBrtj 
tiBi made the end hole, the ramaininE carda In hand 
mun be played, Koiingfor tha painor Bneeni Ihej may 
form. When laM player yuu ihould enrieBroni lo »- 

quire four uoims in pla/ing. 
The dealer a luppoBed to hai* nnia trifling adTiD- 






I* peg II 



ir the nan dealer by lii« finl hand attain ihe rtevenln 

iijr h« ii (ntided to expecl he ehall tnalie hii second 
deal, with hii front peg in the thitty-«iith hole, by which 
lifl -jiill probably win Iha game, by hiahand. crib, and 

If ynii at dealer, and your adTemry hai abme hli 
compla.uenl of poinis, you must play your gniiie ao- 
eordrnRly. Thu*. if you have tftoA cardi, endeavour 
Ic niahfl an many points ai pouible by pairing, iifteena, 
fcc. On Ihe iiotiliarjr, if your caidt are indiflerenl, 
yuu must play aff to pieieni joui ■drenu]' from Db- 





^^^^^^M 


■ 




COUUTF. lib 










Bona laKcnloDi pwpls In London liinBtiid ■ gwna-faloh 






thfj c.lli.1 pluTlag erlblKgo bjr hMkn.j oiw^m. Ihos. 












111. fl)«b« rnnn a» rlKht Ibe olber ■U frtmi th. I^ (h> 






Kgiim on tb« doon bcUiE leetaiiHl u «id> Id dIiow, and 






(TOIT nrruit It tiM buk of the null aaad a Doddr, ud 






•MHdIbr. ^' 






COMMIT. 






THU guae m.T b. pl.ysd by ,nr numlHT of p«™,, 


















tb> olddla of tbe labi^for th"par^'or nyilcg Ktopi Id 












b plajtd, tho poraoD who plays it iwelret from Mcbof Iha 






■greed on; «i!d wheneier any one hu plajed not nil hfi 










(uda, tbs eamelB at anond; and the perwn vha li out 






(or baa plajHl (11 bU onUi) I«t]«s rrom all tbo r»<t of tbe 






partr a tountor ftir each canl tboj boW, oinpi tbat Uw 










Tbla nlna bai abn tbe prlytlefso of bEing plaved In lieu o( 
BDj other card, bo u to pieieut a iilop ; bnl if plajtd on^ 










lldoeinDteienipt from payliiKlbrthoordii In band. 






Th( «TBn of diunonda and the ftinr klngK being rartatai 






(topm an of eourte eligible canli for Iba older band to pbi; 










tbe oln. or beorw^b. ealle (br tbe ten-F pltya ll-i 
















r«elva> a counter from «cb player, ud b> entitled lobtglD 






■ new Mquenoi. TCbenerer Batop oocura to InUrrupIn 






leiinenM. Ihe ppriKm *bo bu played tbo lail ran) begin) 






again. JViX,^— Awe are not HHMFiarily dopn. tbougb hingi 






aro, bring tbe bigbosl ranK but both elitlUa (be pIOJMi ot 






tbem (o couDten Oom all nuud. 






W^--- 
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THE GAME OF MATRIMONY. 



The Game of Matrimony is played with an entini 
pack of cards, by any number of oersons, from five tq 
lourieen. The game consists of five chances, vii. 

Matrimony, which is king and queen. 

Confederacy, king and knave. 

Intrigue, queen and knave. 

Pair, two aces, or two kings, iic. 

Best, which is the ace of diamonds, after which any 
o'.tier ace is so considered, then king of diamonds, &a 

These several chances are marked on a board of 
•beet of paper, thus : 



? 



Best. 



^^M«'^MMM(^'«^««W«MM^«MMMiV^W«^^^%< 



2 

'a 

a 

r 
V 



Intrigiio. 




•airej 



aATkiHont. 



: iha dealer ihcn pull u 
lyenaninbligiiri lodaki 



Ib, b^inniog wilti tta* penoo h 



tvernumbcf of cnuniers there may bs on Ihal poll 
1 iwo or mo.B per«tHi« bappeo lo hg.e » siinil 
inalion. in thai caw. Ihe eldeil hand bai the pi 
:e: and thauld (lien ba 
la Ihe ixnt i-*^ 



k 



THE GAME OF CASSINO. 

T»t G»me of Ctulno is played wiih in eotii* p*c\ 
at caidi. genrnlly hy Ibul penoni, but •omelimei bj 
tbiH,andDfiantiy two. 

Tbw utcJ in thi Ovfu qf Ouiuw. 

Gmf Catnna, ihe Icn of dismonili, which reckon! 

Litllt Catiiao, Iha [mo of ipadEi, wbich leckoni Ibf 

nt CarJi, \i vhta vou have a giegter Bhaie iban 

Thx fipada. >■ when yiM have ihe majotity of Ihal 



Lurched. 


a »nen your adve 


M 


yh«* 






11. 






LAWS OF THE GAME. 


The <1e. 




de 


eimina 










The deal 


■ notion when a c 


rd » raced 


■n wrnert 




a'ri" 


'};'.; 




















Hiniilayiwilhlein 


Iha 





player pouessei an equal pi 

game. 

ch playrr has reehaned hiacacr 








^^^^^^^^ 
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THE GAME OF REVER8IS. 






IT eighl fi<h each, Iwenly couoteii fix feel each, and 

poDli, called Ihe greal and llie lillle quinota pooli, (Ihg 
(real one lo be underiheliiile) an ajwayt lo be placMl 
Dn the dealei'i lighl hand. 






Laos </ Ihe Go™ -^f Raurrit. 






1. Whoetet miideali. loni b» deal 
t. If any pe>wn lake, hia card wtihHil hiTiii( put 
out 10 the diicard, <he deal is Toid. 

3. Theeldesi hand lakea ca.e <ha< all theplayeri hara 
pin iheir ilalieB inin Ihe poola ; if he doei doi, be muB 
make Ki»d Ihe delicieiic*. 

4. The diKaid eannai be changed arier being put on. 
E. The elder hand inuil nol play a card lill Ihe d» 

tard is cainpleie : thou Id he hare played, be n peimh- 
ted, if nobody hai played 10 il, U> lake il up, and pta; 






ft No one may play before hi> lurn. 

7. If aiihe end af Ihe game, ihereihould bean erm 
Ml IM diieard. ihe deal muii be mad: again. 

8. IliatoolateuiaikrorBiiypayinenLiarierlhecaidl 






9. The player who Ihrowa down hit game, eoneeiv- 
•ng he can win ihe reinainin:g iiicks, >> lo pay fnr an* 
ace or qiiinola Ihal haior can be placed or given ; and, 

hrnV V tan nbliie him 10 play tba card) U hg wboeaa 

una ■ ihall direcL 
9 











124 

Ibe jMRj 10 Ih< 



utnoli, b« miift pa^ Ihe slake (0 the pnnJ, intlf 
iriiDg il. The plajer hnging llw espagnnleric 
07 ID waive hii pri»Heg«, and play nii gsnii 

J -'sying m aulL The plBjer of il 

s'cnniolaliini in any pan of the) 



S"^e roiciB the quinola. 

■ITC pifi singly fot sUihecDinpanT. When Ihe persno 



□r bn)k^ Ihe < 



. if Ihs espagnnleiu has 
eive Ihe slake ; for when 1 



far Ihe pany. The pi 



fiEh fram Ihe pen 

rho fbroc 

Ihe plsy 



ceives two. The pe 

the same pRymenIs fr 

10. The Kieai qurn 

of iheni is forced, iho peisor whi 
ramo paymenl from each player; 



II, pay 



rrwilEcl at riemanil Ihem. When either i 
Bin pimd, slaved, ■» fiiat card led out, it 
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lonnc, and are played double, and all paymenti wbai 
•f er are double, to the person who sits opposite. 

12. The payment for the reversis maae or broke is 
eighty fish ; each player paying twenty, and the oppo* 
site party forty when the reversis is made : but when 
broiien, the whole is paid by the person whose reversis 
is broken ; that is, be pays the person breaking it ex- 
actly the same number of fish be would have ra cai ta d 
kadba woniL 



ISO 




•THE GAME OF PUT. 




TnGiimeorPut iiplivdd wtih an cm 


t pica oi 






Miwns. Al Oiii gams Ihaciirrii rank diflen 


"ly'inva'. 


li» fioin all ottat. -. a Iraj being ih« bwi. 


hen a two. 


Utn an acn. Uian king, queen, lie 




Laaii^tUGitm. 




1. When the rtealEiseeirfeniallydiicove 


I any of hit 


■riferiary'i cardi, (ha advariary may dain 




S.' Whan the dealer diecoven anv o( bia 


D»norda 


In rieBlmpi. he muti abide by ihe rleal. 




3. Whenafcced card i.diBo.ared duri 


g the deal. 






4. If the dealer gives hi* Bdvernry more 




are neceanry, ihe ■dvenarv may cBJI a Treth deal, or 11 


he may luffar Iha dealer lo dmw the eltra 


card* from 


Bii nsnO. 




5. ir the dealer givM hiixHir mora car 




Biarlue, the adveriary may add a point K 




and call a fteth deal if h< pleaaei, or dia 


« Ihe eitra' 


carria from the dealer'a hand. 




6. No by itandei muni inltrfen. under 


penalty ol 


payiiie Iha itakei. 

7. Either parly laying. '■ 1 pul," thai ii. 




play, can- 


not retraci, bui muil abide the eveni or t 


e game, ot 


paylbettaliea. 




T»o handed Put 




Tlie came oonibu of ii>re poiotE : they a 


re gensnllf 


DiarkBd »l<h couDlere or i.i-.ti-y, ai at Wh 






parties cut 


for deal, ai ai Whid. Th« deal iiniaile by 


giving Ihree 


eardi. one al a time, lo each player. The 


non.de,ler 



hbcrtyo'ihertopliynrnut. irymirtanol plaj, youi 



Four hai%dl4 Put 



la played HMClly Ihe immo n> Iwo binded, only Mca 
prrson has ■ partiiBr ; »n(l *hBn Ihree csrils »rB ilrsll 



THE GAME OF CONNEXIONS. 

THiGinMorCannBiionB may b« playwl Biihei I 






pool, bm wbtB anlf tilvcr i* poHsd, t: 



neiinn wini (he irick, ■ 



accord ing lo pcMedence. 



tn w lake bm, 



1 


■^^^■H 


■ 






12» 


■ 


THE GAME OF ALL FOURS 




^^1 


Tii» Game of All Foun ii played by iwo pemoi. 






wllh tneniirapBclinfeaida. Il deiiiei ill name from 






Oi. four ehancM ih««m, for «ch of which a poini i> 












■ High, ihx bra W'-pom. 






hma. Ibo !o»eit Itump out. 






Jut. Ihekn»e of trumps. 






G(B«, iba majority of pip. reekotiad for luch ofin- 






lhllo»inE card! ai Ihe plaven l.ava in Iheir HMpecliM 






Uick.. .a. .«ry aca S courted 4. ki^g 3, queen S. 




^H 


knave 1, and len 10 




^M 


LauiqflhtOimt. 




^V 


1. If in dealing, the deslat diicoveri any of Ihe ad 




H 


"irh'i'di"ov'e'r: a%"of"!ro«n «rdrto mnK -bid. 






''i''lr"'i«^o«red. pr..iou, lo playin?. lha> .he dralel 










hai ei«»n his adversary too many «.d«, there miiW ba 






■ new dul : or, if bolh paniei agree. Ihe etlra card! 






may be drawn by Ihe dealer from hiinpponent'i handi 












Bul,infnhercase.ifa .ingia card hs< been ployed, 










1 


3. No pe,M.n can beg more than once in a hand, un- 
less b^ith parties iigiee. 

4. In playing, ynu must erlhM follow .ui. or Wimp, 
on penalty of you. adirendry's adding one point lo h.s 

mint not only be wken down, but Il« anlaRonist is en- 
titled to score four points, or one. as shall have been 




^^^ 






■greed upon. 






^R The per«>n who lay. down a high or a low Itump, 




1 


■nay inquire whether the «ma be h«h or low. 




K 


9 


^k 


1 


^^y 
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THE GAME OF SPECULATION. 







ty •everaJ pcnoni. wllh ■ cnmpleU ] 








»hich lucfa ■ nlin ii fiiHl ai ih« campanj ma; mpea 


'rhe hlghut trump in ■■ch de«l. ■^mt ihe pool : knd 






pinT pool agiin, uid ihB •vcnl it decided b; Uie me- 






Aftei dnarminini (he deil. &e. Ihe d. 


ta pool) (ii 




t nen pluc. 










•d It ««p( in thii n»nn»; the eld«ti 1 










bidder bujlni 
diieppiuviJ 
























Ihs liighiil trump, wheUier by purcbeae 


or olDerwiM, 



In order lo plaf Ihii game well. liiUa moi 
Ihan la recolleci whai luperisr card* of U' 
•uit hBTB appeared in iha preceding dial 
lating Iha pra-»blliij it lb* tiump obted 



THE QAME OF LOTTERT. 



niybepUved by. Imt, 






:,a; 



d. face downwicda, 



c«d ■■ bernre, uiilil Ihs fund » 
parly pool Bgiiin, and Ihn» who 



pl».dl 
illMiihB csMia: 




S^^^'f" 
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POPE. OB POPK JOAN 



having the ttnp thereby becomes the eldest hand, and 
is to lead accord i ugly, and so oo« until some person 
part with all his cards, by which he wins tne pool, and 
becomes entitled tiesides to a stake for every card not 
played by the others, except from any one holding pope, 
which excuses him from paying ; but if pope has been 

Klayed, then the party having held it is not excused, 
[ing and queen form what has been denominated Ma> 
trimony ; queen and knave make Intrigue, when in the 
same band; but neither these, nor ace, king, queen, 
knave, or pope, entitle the bolder to the stakes deposited 
thereon, imless played out; and no claim can be allow- 
ed after the board be dressed for the succeeding deal; 
but in all such cases the stakes are to remain for futuia 
determination. 

This game only requires a little attention to recollect 
what stops have been made in the couise of the play ; 
as, for instance, if a player b^ins by laying down ttie 
eight of clubs, then the seven in another hand forms a 
stop; whenever that suit be led from any lower card, 
or the holder, when eldest, may safely lay it down, m 
order to clear his hand. 



THE GAME OF COMMERCE. 

O Ihn IherB are Iwo diWinel melhodi of playini!. Ihi 
■WW Mid the old morls. The hew wh^ ie plajeri bj 

cuinpiEic pack of fitly Iwoearcla, Ijeaiing ihe (aine im- 

EvBiy player hai a ciriain qiianiiij of counieii, on 
which a fined value is pul, and each, B1 o.ery freih deol, 

haa Iml all imt'ci^unMfB g.teo al Ihe comniencemrnl i 
bul, in order lo prevenl it from being apim nul w an un- 
pleasani lengih. or concluded loo eoon. .1 a ofien eu.. 
tDinary id fii ihe riuraiinii in a deierminate number ot 
louri, of limea. ihii ihe whole pany ihall deal once 

Aflerdeiermining the deal, the dealer, tilled aln the 
banlier. Bhiifflet the psck. which ia ID be eu! by Ihe left- 
hand plajei: Ibe.D Ihcee cai-di, eIiMc all lo^ielhet. or 
one by one. ai IlK dealer's pleawie, are jiren In rach 
per«n. beginnlne on the tight hanrt. bul iione are to Be 
turned up. If the pack provo false, nt Ihe deal wrong, 
oi •hnuli! there be a faced cajd, then ihete must be ■ 



■nd lastly, the pninl. beini; ths ^icb 



quirei, HTio irWI trail f which Ihe plajeia. beglnnin' 
■Bjing, fW nady mowji, or I barltr. Trading Ie 



■ 




■ 


■ 
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Rr aoA ai lie tomed up on the tabl* atrlrlng tharal? I* 

Bgaln. till all have rttueed lo cbangf, or are aatlakd; bnt 

FlnallT, the handa are all abown, and the poaiennr of th* 
talghsat pair^jal. 4«., or the eldml bead. If Ibare ba ma» 

of the pool, and the pemon bavins the worst band, pula 
«aa llsh. or sounter. Ihcmln railed Gimp <ip. The plajer 

one more, called Bi-jnng a harte. ftir a >um aa agreed, 
Dsuall; one-third of lbs oneinal stake, lo ba put into tba 
VriaL After that. ererV plsrer, w-bosa Bsb are all gone, alU 

s^^pS" o"rai ™»^^' "^ '"" "^ "■""'" •"'"^ 




- 


BO. 

An En Uble la elrcolar In (Kmi.hat of no 'exact, ttman- 

nit1on."The InttUir part of the table coni^ts. Ural, of ■ 
klndof galler;. or rowing-place, Ibc tba Ull, wUla)^ with 
the outward parta, above called drjui or oouDtar, la ataUoD- 

n'pl^I, and bi tm^ed atuut w»rtaud°*rw°bile tba bill 
la let In motion nmnd tba |tallei7, Thbi part la general!* 
dIvMHl IntoU nkbea or iDlantloc JO of which ara markta 
with thalottwB, and the other ao with the letUiO. Tho 
lodging ot tba toll In an; of the nldiet, dlMlnguUied bj 

(■Met hav, two bar taolca. and a» obliged lo Uka all beta 
oBbred either Ibr B or Oi bnt If Ihe half fall Inlo either ol 
the barbolea. thoj win all the bets upon the oppoalle letter, 
■nrl do not psy lo that in which It blli; an adtantag* 

10 » 


1 



THE GAME OF PAM-LOO. 

The game nl Pamloo njay bs plaTeil hj fnuc. Gie, 
til, Di seven prisoiig. Five ni sii re the Ikiii <i»nil>«r. 
ir there M lets Ihan five, a lun niti KMnm hafiprn. and 

Pam. ' '" ™. D II 

ExplanaliiM of Ttna. 

Pam, 11 the knave of ctubi, anH rank! above eierr 
olhetcaid in ihe pnck. Lt li eubjecl m no laws, but 
may be played on any imit. nl any lime, even iliniigh inu 
have in yaur hanj the luii which i> led. When led, 11 

Iryou Imiri pam.ynu cannot belnoed, irpam itiumed 
Foal ThepoolcnnBis 



>• fnur 0u<l 



iia forfeiti 



1-^/,.mp««u 



HO 




PAM-WO. 




dctivEnd. 


Two 


kind, of counte 


■ are wSeieBi, at 


*h«h.hel 


'S" 


ma> be coaiiden 


a iiequaliobvaDf 


Iht ■..,■11* r 


ailh 






Thi. carri 




cu< Uyeachpla, 


er for the deal -. and 


(hEpcr«.n 




u<. thi [o«e« c. 


■d i. iq deal firn. la 


CUIlWtlHI 




la»e«. AAertI 


efini deal, each per- 






a. in Whi». 




ThBHe.ll 




nFpaidfi.afiih 


Ibr hii deal, the eardi 


an BhuAlEd 




»ei. the dealer bar- 1 


IngiLRhi 




fflelbe.nlaH; <b 


<f "^Ttle de*aVr"ih™ 






dealer-, r.ghi h. 




Aiec 




«... l»-ginnine on h« 






nr at a .ini. ai 


e plraipi, prnviried 


Ihev tn an 


m.i 


lly: uiuillylwo 




■ nd lbn» 1 




ixf. H. then < 


me Ihe trump from 


Ihe lOp of 1 


iwpa 


k. anr, pl«<-> it 




thf»nl<L Th«l 


un>p card betoru 


to Ihe dealer, wbnh 








The dealer m 


il row atk eac 


h perfon roi.nd the 


board, begl 


ning 


■1 hit left hand 


ifheUBndi. Itha 




■ JIM 


«r .ignifie. ii h. 


knocking on ihe la- 


bl^ ' If h< 




o< ,.B0d. he Ihr^ 








able. Having » 


ked round Ihe board, 




erlan 


1 whether he a 


ndl himieir, or noL 


H.^lhc.ia.k 






ond, on h<l left, hnw 




lecB 






frWhi>ha 




he piMMt, and receive! an equal rum- 1 1 


be. from off 


the 


np of the pack. 




When al 




.■and have dmarded, and n»«ived 11 


their seveia 




.mod. lakei up hia 


B.e Mfd.. 




he .rump, (whk 




with hi> Olh 


r".) 


nd diicardingai 


ma^',«he''pl™^ 








pack. Having.!. 


wrri,, he .n 




nlhrowawaTlh 


e leau laloabla nun 






Ihe proper number. 


If ihere i 


allu 






inrt the bes 




ihepool Allihenih^rB. ihnt Eioori, 1| 


arelooert: 




anvonehnldtp 


m. or aoD.ber flUEh 


put in-'lhe 


P^ 


(•f there be anv1 mod the deal beii.i 1 1 


heg«.n*i>coni 


nuedbyanewdenl. 


r-vt finli ,n 


paid 


bv the dealer al 


even deal. 


If no one 




« fl^.<h or blH». 


he rider hand lead. 






he rest are obn 


ed to folio* niit. il 


Iher ha.e 


i oiherwiM Ihey ni. 


trump. The begl 





i*^^^^^^ 
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CBidwinsihctriclE; and the wiaDBckaiii again, aodM 
iMi,Illllhe&<elrickiarepla;ed. 

If any «r«>> win nenHM of tlia five tricki. he i« 
iDcwd. TtioM whd win ihe iricks divide Uiemone; 














plaved for, which ii divided into ire cnual partt, and 
■ach irick lak« a divitand. The )•»■ and dual beiD| 






then paid ai befiue, ihs game i* CDniinusd !>; a □«• 






deaL*^ 






Anolhur mnihod of pUjring i^ never to diiida tha 






pool, unleueamt one i> looed. Ttaii keepi a loo alwari 
Aneiher method orplRriaelt,to paysiiGih fateierj 










deal, OD< of which and a proporlion of Ihe Ipos, i* pul 






IniD a lepaiaie boT ; and itw fish contained in ihii boi 












wtaidi enliUsi him lo Iha whola. 






LamxfO, G««i>.-qfDaii«g. 






Each peiton al (he Uble ha> a righl to riiuOath* 






uriti. but it it usual for Ihe elder hand Btij, and Iha 






dealer after. 






The dealer his a right to shirflle Ihem laii. 












It ii the dealer'! duly 10 lae that each persoB payi hia 












tlia eompanv for all that may be deficient. 






If the dealer permit any one to deal for him. to gin 






oul cardt, or lo awon bit hand, and any error be com- 












arror himaelf. 






The cardt muil ne dealt regularly mund. beginning 






on the left bind nf Ihe dealer, and an aqua! number U 












' At nfl°e^Be [be"d«ler makea a miideal. it ii al hi* 






aplion either to pan Ihe deal, or to pay ar.d deal *^n. 












•d. hit no deal. 






Ifacarriiifacedinlhopack,orbotuin«dupindeaU 






big. unleei it be a trump card, it i> no deal. 






l( there are loo many or loo fjw tmrdi, it ■■ no deaL 






No one may lake up, or look ai hiicardi Till the in-mp 






b turned: when this i> ihe^caia.ihedealBi.if taethoula 












L 





I 
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liappen M miwItBj, lliii ■ right 10 dtal 


aiaici, . 


illinil 


paying. 








ff U.8 d«U> 


. intmd of turniiu Ihe 


irump, 


pun ii 




o».hl. 


doaL 


"wi^^de 


l.<.ui<.fhi«.urii,otiw 
m«!lfl»forBlKl™li.a 


ce luccFstlvely 1 1 


■nd necllecu 


hie card 


i.n«J 


M.nprl .h« pr, 


per peraon m deal. 






bis .^a.[lE 


lain, hiP .ighi 10 deal a 


erhch 


saxa 






Any penon 


a.ing<ignifi<»l.ln>n.w 


rtoth. dealer. 


(hu ho does or 


does not aland, he cannot 


Bl\eiva 


d aliDi 






M. Ao 


if all 


ihnuld Ihniw 


p tt> Ihfl deakr. and h 


. HOI Ob 


''o7'a"^ 




nd.,,^nu1dihto«upa'»i 


hscan 








10 b« 


phl.m)fori,n 


e ne>t de.1. 






- It H IM du 


y of the -irale, to >« Ih 


iileach 


er«>D 


discards the » 


ine.>umb*> thai he call. 


for 






n Mkei In his earda, with 




ngpul 












nd.Bcard twice; and th 


« diacan 




not be chaiiged 


after being put out: he 


annola 


let bia 










\n pertrni. 


n ihtowinR op, discard 


ng. or 






■ .ighi lo face or ah 


ow any 


ofiha 


cuds 








No rnie can, 


at ai>T lime, look over a 


V cards 


either 


of the [ack. o 


nf ihoae whieh have ht. 


ndiBcar 


ded. 


[f ■ ca>d be 


Uca\ In aniwerlng a ca 








™.H"^'fac7d""a*d" 


o«pt 


ha, by 


whnse'fauli th 




Ihedea 










T[«'riMler"i 


hould leave hi< trump ca 


dopan 










.-iEh. in a^k wh 


ariheitumpMtd was; 


hou^hh 


eniay 


lik what an I 








tr. a1 ihe en 


ot the game, there tho 


Id be a 






hert mutlbeaneirrieal 


and >he 


dealer 


■nual pny. nrj 


aaiii: bacauH it i< h^s 


o,y U. tee Iha. | ] 
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Of Playing. 




The elde 
pleie; and 
o«»dy ha. 


h anil must not lead til 
.hould he ba.e plaveo 
played uhticacd, tot 


keupLheUM.e,aud 


No on« ■hould play out oC liii luro ; and anj caid ta 
played cannot be taken •>,> again. 

A card once shown in pJaying, mux be playec', pn>- 


If any or 
ha may <ho 
tfaem called 


eisBura of winning ei 

»bi.cards; bu< he i> 


i-ES'^.i'S; 


A peisan may at any lime examl 
bui not thoH of any other, except Ih 


e laii uick Ihai wai 


played™'' 


u ring the play, may declare bow many or j 


e call Pam be civii. wh 




and pam be 


put upon the ace or k> 
0/Partn^^ 


played over again, 
e an played. 


Then ca 
mon perio 


iM the table. 


etween any two or 


1. There 


arelGblaiecarfliinthB 


p»ck,»nd36*hieb 


•mnoL 
a There 


are 13 flixh cards of c 


uhs, and 39 which 


3. There 

■ nonris. an 


are 14 flush catdi nfip 
38 which are iiol; bee 


dea. hitarii. anddl- 












•h. trmnp i" 


d 4 blaie t»rdt. and caM 1 foi a blatv (il 
nol a blau card) it tl 34 lo 1 j. or dCouI 3 



^■1^^^^^^ 
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H «ry olhM lOMll a bUie cairi. In lh> Hcond plate. 












lasl place, a Buih conlaini onlj- one mil ; and. IhfK- 






Stirr. if you miffi or ■ Hns-h, ymi have barHy IhB chaiic* 






of iBking a irick in Ihat one suit only ; but a bliM >■ 






generally coinpoud of high carrli in each <uiL and. 






Iherernre. in lunning foi a blaie, if you ihoiild nol ob- 






Um n. you have neve.ihrle^s a ef- al chance of gel(in| 






nfa oo one of joui fuui bluH carda. 






OF STANDING YOUR HAND: 






Gt«roi Ranarki. 






The game af Pam-lon ilifliBrs from other camei gene- 






>a1ly played at ca.ds. in one male.ial poim ; ^.hieh i., 






Ihat any person, aflBr eiiioininE hi> hand, may play ii 






or not .9 he ple>«t. If be Ihio-'. up, he niilhei »ini 
nor loKi ; if he playi, ha niuH calculala either In win 










or to lose. From ihis p«„(iar1ir in iha same, a eool- 






IMKi and command of leiiipar ii of the utmoil import 






aiice. li is of less conKqucnca ID know hnw to play 






the card, well, than it it lo kno* whe.. lo suuid, and 






whentolhrowop. 






Vou i^annoi be l«i ofien reminded lo be cauiioua of 






llandineona doubtful or iudiSerenl hand. There iiverr 






may call in ; and you had betterihiow up loo often than 






















temper seldom wini. lei him know the rules ofihegama 






tiet so »elL If he has been lonunale in itanding on 






a had hand, he ia loo conGdem of future (uceeBi-if 






he hag been unfortunate, he ruiia erealer riiks. wilh Iha 






fiuhah hope thai Ail ;Kc*n>iaium; or he becomes po. 






luhni, and standi nn a KotibleM hand, merely fmm ill- 






humour. Both FnlieK^es should be aiilided wilh lh« 


















flcnce ; who is not loo much elaldii hv imil fi)rlune, not 












lage. He must have an unconx.ion run of ba<) lu.:k, if 






he rines not I^ome off winner, oeu in the compsn; of 






much bellec playeri 




1 


L J 
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3F STANDING AND CALLING. 








ElJtr Hand. 






There i 


someB< 


vanlage in being elile 


hand 


because 






end IS on thai accoi 




re likely 


>ha,i iha ™« <o oil 


ainwumpa; he will 


herefo 


e oand 


•rilh fewc 




iiunipi, lliaii would 


bepr 








hand. If he have k 


ep(<n 




rlie isrris. 


he hJH p 






know, fro 








;r,i,- 


goorlora 


Md Mil 


and stand or Ihinw 


patcf 


Thefo 


D*ing r 




n.a.,y 


riifferenl 






a good player will pe.«.v 




propriely 


v'.'^f'l 


■ Iwsyi goTBined hy 




They 






leaded lo, be of HK 
















1. H.V 


ng pa. 11 


ndonelrump, runfa 




f* 


blBle. 


ng pum 


and <hree hlaw ca 


dfc r 


n (on 


ngpam 


nd three B«th cari. 


ohich 


an not 


4. Hav 


n (hr Ku 
i.g ace o 


r king, or t|u«in of 


limps, and no || 




l^nand 


snd runloticumpe. 






5. Haf 


ng nnly 


ne uump, and Ihal 






quHii. Ih 










6. H.V 


ngtwDlo 


v- .rump., «ind. and 
>h cards, nni trurips, 


ninfii 




T. Hav 


ngfcHirfl 


andy 






high im 










ng foa, 


Maw ™B"d^'''.iard. 




n for a 


blaie. 










9- Nev 




"a"nd oAnin-pi. 




■ flosh. 


or bl>». 


Tttxtt 






H. Mn 


ay of lt» 


■ bngernlefia» founded on 


the pia- 






or more cards.! ihei 


pof 


hepach 


qusnilr 1 


al Ihal 


ba elder hand canni 


t'aiic 


"'"■ "" 




Siconi ttiVJ, wid/burth Ha 


aJ.. 




Thoueh 


thBMCO 


nd, Ihird, and frmnh 


hand 


do no 


.r,J..y «.." 










.« ^«»ed by . 


e hrtl, or elder hand 


yen 
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one advantage from which the elder band is excluded, 
that of better ascertaining how many are likely to stand. 
And in this the third hand has the a.ivantage of the 
second, the fourth of the third, Slc This knowledge 
is of considerable importance ; for when few stand, 
you may venture on a much weaker hand than other- 
wise. 

If you are the last, (befoni the dealer,) and all before 
you have thrown up, ttand, even if you call five cards; 
unless you are sure that the dealer will obtain a flush 
or blase, or has all the high trumps. As a general rule, 
never throw up to the dealer. When there are only 
two that play their hands, it is rare that either of them 
is looed, except it be by a flush or blaxe. Besides, 
when few stand, there being but a few out, the pack 
must be rich, and you are almost certain of a good call. 

1. Having pam and one low trump, discard the 
trump, and call four cards. 

2. Having pam and three blnxe cards, run for a blaie. 

3. Having pam and three flush cards, run for a flush. 

4. Having ace or king of trumps, and no other trump, 
stand, and run for trumps. 

5. Having only one trump, and that lower than the 
king, throw up. 

6. Having queen, or knave, and one other trump, 
stand, and run for trumps. 

7. Having two low trumps, throw up. 

8. Having three low trumps, stand, and run for 
trumps. 

9. Having four flush cards, not trumps, and your 
other card not a high trump, throw up. 

10. Having four blase cards, stand, and run for a 
blase. 

11. Never stand unless you can calculate on a flush, 
or blase, or a safe hand of trumps. 

12. Some of the above rules differ from those given 
for the elder hand, because the second or third hand it 
not more likely to call trumps than any other suit 

iJeaUr. 

The dealer has the privilege of dealing himself six 
ards (one of which, at least, is always a trump) and 
.lat of calling six others : and he knows precisely how 



1 




' 


I 
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iii»iy Bi ihe hoard <till sianH. If many ilBud hefora 






hiiM. Biiri hr huB urn h gonil hand, ha will Ihmw up; bul 






if iiiily one <ir Iwn smiid before him. he will TEnlure on 






a verj ponr hand, oven Ihough he is ubliged lo call aii 






urdL 






1. Having Eve « lin blau nr Bueh urde. callona fbi 






P"'"- „ J ^ 






2. Having fiiurblBM or Bush catri,, mand, and iiia 












raid HFC high irumps. in which case run for irumpi. 






3. Havuigonly ihreo flush or blate card), nnitrumpa, 
do noi run for a flush or > bla« ; nor iiand, udIbu yoi 
















4. Having two higti Humps, and four Ruah cards, run 






br trunipt 






5. Havmg one high irump. even if ii be ihe ace. and 






rburflusl>ca.d>, runroraflubh. 












fo-ablaK.^ 






7, Having only tine or Iwo low Irumpi. call six caidi. 






B. Having IhreB low Irumpi, run for irumj™. 

9. Having pain and two Inw Irump*. Fun for trumps. 










10. Having pam ami one Inw Hump, tliscaid the 






-rump, and calffive ca.diL 




^^M 


11. Having pain and on< high Iiunip, run foi trumps. 




■ 


GaurtI BtmorkJ on GUIing. 






[f bul lew persona Hand, as has been before obsen 






ed, you may lalely calculate thai (ew liuiiipi were dealt 












■rumps. If. on me Bonlriry. an unusual numlier stand, 






il is equally certain ihatnea.ly all Ihe liumpiare out, 












If yoo siand. and know hefc™ ynu have called, iha 






■ny one haa a flush or blaco, do not run fbr Irumpi. il 






preference lu any alhcl luil; but endeavour logel. 






flush or hlua. u the only thing (encepi pam) thai eai 






save you. If you have Ihree flush or hlaw cards,. 






may he well to run fui a Bush ; hul if you have nol, i| 






••ni be beu io call Eve cards (or Bin if you are dealer-) 




■ 


as you noi only m., possibly call a Bush or blaie. bul 






If you irs dealer, be careful, when il comes lo yoiii 




1 






L 


_^ 



Alwiyi reoollnl ohii nuintHi ol Mfji rach p«aM 

called in, and play accordiflgly. 

EldirMiaid. 

Ir fou ira ildar hand, arrd haie only ona oi Ivo Joi* 

«uni|H (e.p«:«ll» if ynu hane bul on«) [fad a Irump, 

ia atmaal ceiEBJn Ibai il wati be Iruniped by aomebody; 
in which ca«, tbfl winner wiU (acCDrdini 10 mi irvarK 
able lule, '■ la wwn ■« you an ale. play foi tbe gcwd,") 
lead a trump ; and whoe.er ■ini Ihal Hick will lead 

tilher of Ihs liickt. Wheieai. if you begin bv leading 
■I iromp, jaa nni only loo ■ gre»«r niimbet. (whicb ie 



d the itin|. a* lbs aca, you 

yed upon il. 

t you hiTs a tafb hand, alwi 



Oeneral Ralctjbr Flai/tng, 

Aa ioon ai you are n(B, play for ihe good oi (he loa 
If you aietafe, lead a trump, if you bavaonai ollw^ 
vi>«^ lead your beat card. 
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If a Hump be led, md you hava a 


ca and king, ny 
which lead your 


pom t.cmi.aad play your ace; afta 

"!?■ (cunip be led, and you ha.B 
Hump, pley pan, ; afte. wliict. lead > 


pam and anolbai 


''a"m and M oihei 


If a irump be led. and jou have 




inlmp, ria not play pam. 




11 the Bca has been plinxl in a pinimi) Hick, and 1 1 


na have Ling and queen ren.alaing 
king, tall log pom Im ami 

a the ace. Lio^. or queen be led 


lead or play you. 


r played, withoul 


calling ;iani ie noil, put on para, whe 


heryouhaveano- 


he beii itump ill. 


alwayi lead or play ihal itump; » 


ether pHoi be out 


Always endaarour to prevent anv 


ne that i,n« aft. 


r.an.virinninEalrick.e>p«:.allyiry 


II are laal player. 


l< IS a general rule, ruvir loiiJuau 


™n«-',(irt. nnles. 


all are tafe. Tl>al ia. if you are la 


t pleyer, and the 


trick tielongs lo one wlxi is Bare, you 


ughi ml IB «»ia 


your valuable cards by Inking il. 


r if a winner lead 


or play a card which you tnu* to be 


hebeiIiii,Heepl 


wlialyou hold in yourown hand, yo 






think that by taking such a Irick you 




Buinber llian by paiBing iL 




If yuu liave pan, and quern, with 
and Ihe ace or king be led or played 


no olher Irump, 


with the call pJ^ 




after which, lead 


your queen, as the hug will no. be pla 

if the holder have any oilier Irump. 

Yn« lonll do Ihe sama. if a perso 


edonyDiirquaea, 


who is nfe lead 






Vou will da the nine, if ynu na 


"a"" pam and king 


only, and one who ■■ lare ihould lea 


oi play the ac^ 


If you hate the ace, or Ihe king. 




only noa or two low trunipj, and are nol sale, bo cau- | j 


tioua of playing your liigii card wh 


le <h. higher one. 


■ re m ; especially QD nol lead it, noi 


play il itae second 


11 02 







THE GAME OF BRAG. 



ii UEuallr fioin fnur In light. TRb urdi ■ 
(bi iha dial, inrl ihe firti biagger dcala fii 

■gain, and w tach in hiaibrn; buiihit 
Eacdiare dull lo each p\iiyet. ons by ons. 



cniiipletEi iha ileal Th« aldcii hand, ihat ii, ihg Gm 
oniha vfl oftlis riealei who fica in, men bretni Iha play. 
Ht musi tnhe< brag, paa lUeii, «• boll ; if.qnfliaii.in- 



maytirft. ihal ii, ihmw u| 
lerpsi in ihiTpool Ihr ihatdf 



DDlt. Aruc any plater li 
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miincilh I go it, (bf pultin; into (he pnni (he amci'inl 






bragged.nying,"/go.(.")-oibolli Ihi jniingen hmiH, 






thai 1*, Ihe Ibii »ha enet llir biu, may cill a siehl or 






mux. lb. brug; if he call. . .Ighl. tin u„l, um.l b« 






•liiiwn in coialloD. the pliiyBr wbocdls fliowing Ian, 






Bi>[l lh« bni hand shown wim ihe pool ; if h< rcluini 












he cIhhi>h, and ihe game goe^muod ■«»•<>. each plaj-er 






who riounol biill. iiiutt pui upthaaniDunl hrBg^ed: he 






vhii his' gnes any htag, has ihs .ight lo call a Bighi, oi 












■ighi i> caliwl, oi mniB playftr >»■£• lo high lliai nil the 






alUert bttll. when Ihe Inbi braggei wiiie Ihe pool, br bil 






hand what il may. The ffme imhanctniiuiuBd by « 






new deal. 






The best hand in ihls game i> ■ fair jtyal, thai it. 






Ihrre caidi of one kind, three acM being lienei than 






three kings, and ■> du ; ths next ii a pair, two acn. 






Mro kingi. £c; and then th« hi^heu tiogl» caid- h 






PBloial pair roval, •'liicli i< bin.ed wilhoi,! Ihe aid of 






btng^ers, i> better than one of the raiiie nnk Ibcined 












■nd iBiE hrBgiet; thiee Hetxn aie heiiet than two 






deiicea and one biaggtr : and pain are gonrnal by the 


















ainea. ars ihrea kn.net If i tvo hanrti of equal iiicnglb 












nhich the hsnrit are nuked accoidioB lb iheir value. 






It ihoiild be noted, thai two acea and a kii.g aie no 






beiwt than two scaa and a rteuco, m no card ii of any 






talue unleEB it n.akei a p»if oi a pair royal. Vuu 


















lake In, in rnnnlng your hand. 
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TABLE, SHOWING THE RANK OF THK 
DIFFKREINT BANDS 



iDd 2 tiiaggan, 

Pairt. Pairt. 

I kin; anil I bngsn, 
nd I bnnar. t qustni, 

I queen andl biaQir,&a 

Of ieuUing mJ rauing Ih* Anit. 

■blsd. ihe «liteiil hand having lootei 



pay Ih 



fS'di »n deali. hui brfnn 
b«n iloubled,) hy putiing 




IB Ian 



When ■ pliyar bng» ■ 



pnol (ha lama ■■ hj 



ir go it, wiihoul pudhtg up Ih 



nuflleihecatdii theoM 
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THE GAME OF DOMINO 



llm Game it played by two or four pertont, witk 
twenty-eight pieces of o«#iut*g ivory, plain at the back, 
out on the fiftce divided by a black line in the middle, 
and indented with spots firom one to a double six, which 
pieces are, a double blank, ace blank, double ace, deuce 
blank, deuce ace, double deuce, trois blank, trois ace, 
trois deuce, double trois, four blank, four ace, four 
deuce, four trois, double four, five blank, five ace, fiva 
deuce, five trois, five four, double five, six olank, six 
ace, SIX deuce, six trois, six four, six five, and doubia 
«ix. Sometimes a double set is played with, of which 
double twelve is the highest. 

At the commencement of the game, the dominoes ara 
well mixed together with their faces upon the table. 
Each person draws one, and if four play« those who 
choose the two highest are partners, against those who 
take the lowest : drawing the latter also serves to deter- 
aiine who is to lay down the first piece, which is reck- 
oned a great advantage. Afterward each player takes 
seven pieces at random. The eldest hand having laid 
one, the next must pair \nm at either end of tbe piece 
he may choose, according to the number of pips, or the 
blank in the compartment of the piece ; but whenever 
any one cannot match the part, either of the domino 
Sast put down, or of that unpaired at the other end of 
the row, then he says g^o, and the next is at libe«^v to 
play. Thus they play alternately either until one ptirty 
has played all his pieces, and thereby won the game, or 
till the game be blocked; that is, when neither party 
:an play, by matching the pieces where unpaired at ei- 
ther enH; then that party wins who has the smallest 
lumber of pips on the pieces remaining in their po»^ 
session. 



1 <iLH<^>' 








, 




mi 




» 


m 


7 • • ■ n{ 






(UD) 
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BACK-OAXHoy. 



Diviite 594 b; 36 ^n* I, which h Iha atirage Ihraw 
Look in iha labia, whBtc you willfiddihug 




The nldj al BDieiinE > luin Dpon I, 3, 3, 4, < S 
point!, an 

TdbiiIbi it upon fir. anicut. Tor. agBiDi 

1 paini it 11 lo^, mabou 4<o9 



11 to 35, or at 



chBiic«9 Ihe odrti of hi 
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Ihal being Ibe fint tiBgc ; tha 



point of your adienary, 

Toui ■dTBiHiy'i fi<a nie 
blu; ilw neit (luge ii u 
bin. Thii maihod ii (o tx 
brought noma, eicepling ti 

T. When a hiliainily played for, you fiequailly riwuld 
daaiouc lo gain eilhar your own or youi adiamiy^ 
cinque point 1 and if thai Taili by your being bii by 

jouifaU; you must ihniw man man juto bit tablet; 
tvhich ii done thui: pul a man opon your cinque or 
bar point, and if your advanary nagleco lo hit >i, you 
■nay then gainaTorward gamt, instead of a tiack gains; 

then the giesier number of rnen which are lalien up 
nuka your game ths better, becaiiH you will, by thai 

■hould endeavour to gam both your adversary'! ace and 
troii poiiiiB, or hiB ace and deuce pomli, and take car* 



1. Too a 












"^J. "T-o 


rolMo be riayedon yourelnqua point, and 



.1. tTwo deucea, lo be clayed on youi quitra pirint 
In your own tablet, and loo ftom ths fire mui pUca4 
n yaui ailTenary'i labial, bi ■ pmnon onli. 



BACK-OAMMOH. 



s man from youi idvamrj't un 



four adviruFy'i ubl««. 



o meo from ilia firs placed in 



",rr;: 



fcra gsiDiDon oiilf. 



HoiD loptay th* dumai Uialare marked Ihui * a Ail anhf, 



your own labln, and ti 



BACR-GA.MMOH. 






pUced 
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170 BACK-GAUJION. 

Ghaef 6y way t^f example, to calculate the odds ^tsmtlg 
or urinning the Chimmon* 

1. If your adversary has so many m«n tbroad m r^ 
qtme three throws to put them into his tables; and youi 
tables are made up, and you have taken up one of yoor 
•<l versa ry*8 men ; it is about an equal wager that youff 
opponent is gammoned. 

Because, in all probability, you will have borne two 
men before you open your tables, and when you beat 
the th;rd man, you will be obliged to open your site off 
cinque point: in that case it is probable that your ad* 
▼ersury is obliged to throw twice before he enters hif 
man in your tables, and two throws more before he puti 
that man into bis own tables, and three throws more to 
put tbe men which he has abroad into his own tables; 
m all seven throws : now, as you have twelve men to 
bear, these probably will take seven throws in henrinfi 
because before you can bear all your men, you may 
twice be obliged to make an ace. or a deuce. 

N. B. No mention is made of doublets of either ridOi 
that event being equal to each party. 

The preceding CBse duly attended to, shotMrs hoir 10 
calculate, very nsarly, the odds of saving or winning A 
gammon upon must occasions. 

S. Suppose I have three men upon my adversary^ 
■ce point, and five points in my own tables, and that 
my adversary ha?! all his men in his tables, three opoa 
each of his fi^e highest points. 

Question. Whether the probability is for the adver* 
nry*s gammoning me or not f 

Answer. Pointti 

For bis bearing three men from his Otb point is 18 

5th point 15 

4ih point IS 

3d point 9 

2d point 6 

In a)> ^ 
Bringing my three men from my adversury*! 
ace point, to my size point in my tables, 
being 18 points each, make in a/1 M 
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b2f,29 w27,23 b29,25 wSS,18 
b25,29 wl8,22 b21,25 w26,90 



Steond, 

No. 1, S black kings ; 10, 11 white kiop ; 5 m whM 
and either to play. 

wl0,14 b 2,6 wl4,]7 b6, 9 

wl7,13 b 9,6 wll,16 b6, « 

wl6,19 b a,tJ wl9,23 b6, « 

wis, 9 b 1,6 w23,18 b6,13 

w16,Ji bis, 9 wl4,10 kc 

Set die men ai beibie. 

bt, 6 wll,15 b 6, 9 wl5,lS 

b9, 6 wl0,14 b 6, 9 wl4,17 

b9,lS wis, 22 bis, 9 wl7,13 

b9, 6 w22,18 b 6, 2 w IS, 9 

bl, 6 wl8,14 b 6,1S W 5, 1 

Third. 

No, 1 2 Week kings, 3 a black man ; 9, 10, 11 whlH 

kmn, 12 a white inan, and black to play. 

^^ bl,5 w 9,13 b5, 1 w 11, 16 
b2,6 wlO.14 b6, 2 wl7, 9 
bl,6 w 9, 5 b6, 1 wl6,ll 
b2,6 wll, T b3|10 w 6, 9 

Foufih, 

t4a 5 a white king, 21 a white mant ^ 10 Uiflk 
Ubii, bSack being to move, may win thust 
^ b 6, 1 w 6, 9 bl0,16 f 9, 

bl5,18 w 6, 9 b 1, 6 w 9, • 
bl8,15 w21,17 b 6, 1 w 6, 9 
bl5,18 w 9, 6 b 18, 22 w 17, 
b 1, 6 w 6, 1 b 6, 2 wl4,10 
b22,18 w 1, 5 bis, 14 

Flace the men as befine. 

b 8, 1 w 5, 9 bl0,16 w21,n 

616,18 wl7,lS bis, 16 w 9,14 

b 1, 6 wl4,17 bl5,10 wl7,M 

bl0^14 w22,25 bft, 1 w25,22 

S 



DBArGHTB. 

Sin'ATlONS FOR STROKED 

FiriL 



Oa No. ITabtick 
■T wbiW klagt. ini) * 



,on No.30>blukkin(; 11. 
lo play. 
T, 36 w 27, 31 



lo play, 
w IT, 33 b IB, 35 w ST, S3 

Third. 
NtkIS, 19 white kings. 3a* whin man ; 31, SIblack 
knxii to ■ black mm. ■iiri <uhne lo move 

wl9,!4 bSaSf «]B,tl 

Ha* 11, SI Hack men.3»> blickking; l8,S4,fa, 



a. 13, 91 blank men, 2T. 31 falMli kingi; 10,10 



He. 7. !3 black kinfi. 9, 13 black men ; >, 1 
wkka men. IT a white kmi. ant) white In mo» 
wa.lB b13,3i wB.e bS3,14 

w 3,16 



Rn.3 13. 14 black mm, S4 a bUck kmg: 15,8 
whlM Unci, 19. 31 while men. and whiw to mof*. 
<11.IT bl4,81 wlS.ia bH,l* 
-18,11. 
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Ra. 1. 6. 9 blac 

kto((.I3.l5*l,.« 

w 15. 10 

• 7.33 


km.«. 18, bla 


ptay. 
bl,IO 


U, IS Wick kmci, 
»7. 10 
• 8.» 


ng),Sa --hiiamani SablMtaa 
a„rt »hi<a to pla.. 

1.14,7 -e.*^a'b6.M 


Fo. I. 6. 8, H b 
Md while Id play. 


«km«Bi IS,a7, 


30. 32 .bJM mm 


:SJi J=!;K :ai 


bSS,Sl 


k»^.l_a,^., 
w J.i7 


Elfotnlh. 

mtn, 22 a whiia 
an. and .hue m 
bSl,30 -6.2 




N<K t ■ black n 

».n. M. 19 whiiB 

wlO, T 

wl4.3a 


i.ii"*Vis"'bii?"« 


No. 3, 13 black 
»D.t5.16»h.„k 

wu, r 


"en. 35, 86 black 


16.3I 


Ko. 3 . Mack n. 
au. IS, 16 .hiie 
>I1,S 


an. 26. Z7 black k 

infii, and white k 

b3, 19 


ngi; tl a »bta 


l». I. 3. S black 
•hif. mm, 13 . „ 


n-en. 25 ■ black 
il.kinS.aad*hi 


!■«<. 10. M It 



w10, 6 b 1. lU wl4, T 
wlT, 14 blU. 17 *13,a9 


•a." 






Ne. 1.6, 7.10. 13. 14. !!> btnck men 

n. W, 30 whiiB ,n»>. >nd »hi» lo mo 
«20,I6 bis, 24 «22,18 


i9,ai,ai,i3 

bis, 19 



rt3,iS 



SamUatVl. 

No. 3. 3. 16, 33 black men, 14 a black kinr; 
Bl.iM Vwe,s. 3. 39. 31 whim men, and bluck tii innvi 
bis. 37 w3]. 34 blG, 19 ' 
b U. 10 w IS. B 1. 3, 7 
b 7, to w 35. 23 b 12, 14 

EigMfenO. 
Nn IU.13.17 black men. 37 s black king: 1 
tB. 30 wnii« men, anri whim id play. 

w2G. ^ b 17,36 wl9, le b 37. II 
«r30, T 



Do. 1, 3. S. e, T, 13. W. 31 hiack men ; 14, 15, 1! 
at, IT, X «'hite men. anrl whila <o ptaf. 

w19,16 b31,30 w 11.10 b 7,14 
w3T, « b13.19 »33, 16 b30,13 

Tunly-Jinl. 
Nd. 3. 6. ID. 13. 14. IT, 19 black men ; T. !0, 1] 
K W ohhe men. and black in move. 

b1!l.3S i>36,19 b]7.IG w 30. 33 
blO. 17 w21, 14 



:• a, I 

14 
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No. t 7,10, 11, 12, 13, H 21 b^ck man; «,SO^ti^ 
S3i 96| dl, 31, 32 white men, and white to motiu 
w20, 16 b11,20 wl9, 15 b 10, 19 
W23.16 bl2,19 w 22,17 bl3,2t 
W26, 3 

ISoeniy-ihird. 

Aow 3, 5, 8, 10, 11, 15, 16, 22 black men , 17, li, 20^ 
27,28, 29, 31, 32 white men, and white to movau 
w31,26 b22,31 w 18, 14 b31,2« 
Wl4,7b3,10w28,3 

TttentyfomiL 

Na 5, 12 back men, M, 29, 32 black kingi; 8, 9, 30 

81 wkila men ; 15 a white king, and white to moftu 

w31, 27 b32,23 w 30, 25 b28,28 

wi5,10bl4,7w8.3b^M 
w 9 • 
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THE GAME OF HAZARD. 


Aht numhsr o 

wbo<akMih.ln 


'£=£ 


yai.ni.game H, 
amain. ■ a. ■ chance 


Cir the company 




eeri four, and not ba 








quenlly mu.i ItM 




prod 1KB a He. Ill, f 


VM. eight, oi ni 


9: IhiirioDs. he 






n*y he «ny *bi» 


Ihier, and noi ai- 


l^'ina'it 




■0 Bcei or iroii BM, 


(eoniinonlf »rm 


ed crahB) he Ioho hiB iiaket, l« ih« || 


«o«.p*nv-i<:<»nc 


«, which we call 


the main, be what il 


may. irihami 




and seven or eleven 


h thrown immed 


SMiy sfi«. il >■ called a nick, and Iha 1 1 


n«er (ihe pmt 


Iplayerjwinio 


th».takee. IfeigW 


bt Ihe main, .r^ 


JiJarmZTS'^o 
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lOOlly afrBf, ir ii 






h>> wakes. Trie 




ny uiharnunihei lot 
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il a nirk. ami ha 
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ice.(heuiual (<!P. 11 
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wei 01 CMiet, he 
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upon Ihe [ahle, w 


ihinacirelorieBi 


ned for thai purptiMi 




OB inll, ir lh« CI 


>ter agrwil 10 il. M 


bDOcki the boi 


pon Ihe lablB a 


the persoii'i inoiiBj 




mend, to bol, o 


meotioni at whoaa 




which ii soBic 


ent. and he beciniee 


Wiponsible for w 


hBiSTcr sum is down, unleii the Kiket 1 1 


all. u. cover; 


D which ease 1 




KBkealio. aljei 


cb»iare*oi<L 


The person wn^oetB 


irith Ihe Ihrowe 


may bat any Ih 


mw winch Ihe caiiei 


may b« Koing 10 


UH. on GOnrlitio 


neither of Iheilica 


ii.Ua; bmTrawd«.bouIdb<i 


iiGovaied. Ihe easier 
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Un 




n (he other hand, if 








ohanrr^. hv la 




imwifl, 


?muat 




In prnpo-iion 


lo ihe hei ha haa ina 


e. 








1 tfnunL 




Ifflande 


rii main and chance. 


il it nea 


riy II 


111 


Uiai nil her oi 


aorlDanlheiialhrnH 


nolTm 






irSa..dT. 


X 9 and T. are main 


i>dcl>a 






babili'v 'hai 


hiy willhelhrawnin 


iwo thr 






11 loll 










11 5 nnd a 


u 9 mill a. ui 5 d> 


da.ui 


Bude 


us 



UAZJItl). 'iOi 

asm and cbancD. the probability of IlirowiDg one of 
them in two ihrowi i> na 7 lo 9 eiaclly. 

And if? and i, or 7 nnd 10, are main and ehanM. 
the pmbahillly Ihai ibey will be [hruwn oul io two 
lhn>w> IB also as T lo 9. 

if 7 and 8. or 7 and 6. nra mam and i^hance, yon 
may lay 15 lo 14 thai une of ihein u Ibrown in [wo 

But in and 4, or S and 10, nr 9 and 4. or 9 and 10 
ire main an.; chancre, he thai: ongagas lo throw eilhai 
mam or chatite in ihree thntws hu (he wont of tha 
W; for it a sery nearu SI to 33. 

If the main be 7, the gain of tha aeller ii about oos 

If the mam be 6 or S, the gain of the aeiler is sbont 
two and a balf per cant. 

IT the main be 9 or 9. the gnin of the aetlsr ii about 

Grvl mam that ih ttirown, hia cbanee is about one and 
■Bvon-eighlhs per eont. 

Hence Ihe probability of a main to the probability 
of no main, is a. 37 to ia. or very nearly. 

if a pernn should undertake lo throw a lii or an 
•ce with two dice in one throw, he onghl lo lay 5 lo 4. 

Another tahU difplaj/tne Ihe oddi againtt urinnittg any 
nnmher u/ gvetita Kucct4*ivelo ; euunitu appLicmiie to 
Hatard. Faro, Itougt it Noit, Eill!ard>. or cfAar 
gruia of ciano. 

3. That he doea nut win iwico together, ii 3 to 1 

Three luccSBaive limo* 7 la t 

Four diiiQ 15 10 I 

Five dilto 31 lo 1 

and in that proponion loanynumber,doublingtheaddi 
•verj lime with the addition of one Tor the iloke. 



TUIRTT-ONS 

1 11 |ii i ^ —*. Ml»T—y ■»*■«/ »■■■■»■*■ 



!■ ten. b«lula« *> thi «Mb bHC «»■«• a»5Mi 
«Hdi te OH an arite ^B« b_« : HrfuSTiBH •■ (U 



■Hi, vUdTUAH th> (UH. If ■■■ ^n wittoM Mm 

•HH* IB tk* nrm << tta scnM >bo matt, a^ Iks all 
*M Ih* hudi, ud k* ^e k *_Mt IB n Rita Ik* p«L 
Ul^mmitftMB wn t-" ' ■■■- --^ — 



lb* irbnb. w n i£t tiUo«li« «u> or Siii|i, Sup. eDoa 




THE GAME OF CHESS. 



ij played on a boorH l1 



ie DDHrd 



il In sn pinred Ihll each playR 



:inf'i fourlh, nncl » ora.ll the piec« ol' «uh iiita. 
I player hat eighl piereK ntid eighl pnwni. whii'h 
hui placed ; ihe nblle hine on Ihe fiiurtli aqiiara 
ihe right hand, which Ls bliick. and Uio queen iin 
illh, which U white, th« block kinif on ihe fillh 
re rrom Iherirhl hand on Ihe other tide ihe board. 
:ily oppoaite ihe nhiie king, ind tha (jueen on Ih* 



>e on the miih nquare of eanh lide j Iha 



!• and pnwna hefoni ihe kini;, 



queen'a biiihup'i pawn, Ac. 
>ing uii Ihe UJi of her liini, »ni 
lie rifthi of her*, pliyen nhould 
10 play wilh eiihor colour. 
rvorifDnly ; Ihey mny move nn» 

le by nnving angularly G>m'Brd. 
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which may be better lenrnt from the gamn herea ft w 
matpd, thim fmm dctiCTiplion. 

The biKho|« move nn^iilnrly. forward or backward, 
on the coloi.r on which they nre originally placed. 

The rooks move in straight lines, forward, badt 
wanl. or sidowifte. 

The(|iieen has the raovesofthe bishopandoTUierook. 

The kin? moves in every direction, but one squart 
only ui a iimo. except in castling. He may cattle onea 
in thn frame, which is done by placing the rook with 
which he castLc«i, on the square next to the king, and 
tlien placing the king on the square next the oth^aida 
of the nir>k. 

The queen, rooks, and bishops, move the whole ex- 
tent of the board, unless im{)eded by some oCber pioc# 
or pawn. 

The player is not compelled, as at draughts, to tak« 
any piece offered him, but may refuse if he thinka 
proper. When any piece is captured, it is removed 
from the board, and the capturifig piece placed in the 
same square. 

When the king is exposed to the attack of any of the 
adveniary's pieces or pawns, he is said to he in ekfck, 
and if he is unable to avoid the aftnck, by taking the 
attacking piece, inicrp<isiMg one of his own, or ratiriog 
out of check, he is check-mated, and his adversary wina 
the erame. 

When the pieces and pawns on each side are ao 
much reduced, or so situated, that neither party can 
check-mate the other's king, the game is draton. 

When a player has no piece or pawn which he can 
move, except his king, and his king not being in check* 
is yet so situated that he cannot move without going into 
check, he is stale-mated. Phillidore, Hoyle, and many 
others, say that he who is stale-mate wins the gamef 
?iut Sarratt, in his work, published in London, 1808^ 
states, that " in Italy, France, Germany, &c., and by all 
Italian players of eminence, stale-mate is considered a 
dnwn game;" and gives this as an established law. 

Laws of the Game. 

1. If the board, or pieces, be improperly placed, die 
mistake cannot be rectified afler four movea on each 
side are played. 



I 



S. When a plBj;er has touched a piecp, ni 

ny. " Tadoubt," or / replace. 
3. When a plnyst baa quilled a piece, be 

i. Kb player louch one or his ailvpRnry'i 
wilhoul Baying Jadoube, he may be ijornpelled 



IS, and llie ca[v 
belbie moved 



lenever a player chevkB Lis 
■sy Chtdi. ollierwiae [ho ai 
le check, ir Ibe player ah 
iBrk the queen or any oih( 



aWhen B p 

Ibe player' cho 
9. ir a false 

until the next n 
ID. The kini 



r. Hoi/lfi Oeneral Ridafor Oe Uaine of Chat. 

Bafora you ilir yoi^r pict-'ea, you ought to diotv 

__i _r. -/ L-:.,g j,„[ yon, piece* to 

ler In open ynur gams 
id the bishop*H patvna 



■upportthem. Thereror 
(rell, tho king'a, the que 
abould be Aral played- 

g. Vou are not. there™, «, «. p. 
pieces in lbs early part of your 

have il in hii power by plnyinE u 
make Ihem retire, which also op< 



mwn upon them, to 
ably well upeoed. 



!•• «» "I. •'.-ri—BWlf I 

••' :: * 11 i 

■ -A ■■ 

- :i! lo iDBir 

'■ :• ■ ■ . ■ iiir. . «- crc»« 

... ,... .•^--rir'X ?»i^ '.'. ^ 
■ : • :-»-Jl. CU ZHL.i-- vow 



.1 
I 1 



I- I J m'i' ixiaK* 



■ ■ . . • : ••r. ni: :: *iioL:r. 

-• f : I-- . r; •■•■. u::; !:-J vol ^aa 



• •' . r:ii- r •• ' r ;•■;,■" ij fi;!* aiTOJT*^ 

.' ■•■.■» « ■■»*:. !;h lir'"«Tli» 

, ■ 1 . .. ■ :-..i V ;.! ■; iTUi-'Cia 

.' . .-.•!- -^ -■.-» ,. :j:"* tt^ main 

■ . •■ .•' .•>'' Ml '.iii, I*' iii*m IB- 

/■ ,.'.,.,• . • -.,.■>» ";,» I -.h'-i-r VIIl. if 

/ ■ . ■ ». • »■ I » ■ .-.rt' yitii' III*"*. 

■ i- '••.« ■' ■ .1 '.t ji 'Jf-.L*" IT W gllUL. 

, . . • .til ■«■■■•(. 

» ■ ' • . ' .•* ■ ■ 1 •« ■■» y.'-. • u'. i*"!*!*! I i:uiii& 

• • !■ •■ ". <;•'*.'•"' i'. ;r»'. ' .T t m*~jxjf 
.. •■ /■' r • ■ .o • •. ••: I ••-,» :» vt*r 

.'. ; rt'/r':- ■ yy. '.^Hi: «'£LIL:rieid 

• I ■ ■ ■ • /■ • •■ ii» « M'^ff •;•.•;••# •,, ■, 0-, » ^TfttLVf .U> 
•• .• • «■.(/• I •'. ' •jtt.ti.i ' ' t :j' fc ■'.!:'» • . V^", 'ifcV* 
■ . .,.•■,#.. I. .1 f t.i /.',■. .; •,*■ sj', •: 'tj rj'.- -iOJ t»r 

I ,■..#•■ ,i. 1. 1 •II..-I '.>.i i-.t I ill -.'/-.T* '.'lii v'j^ tnhx 

' mm 

ti ii . i/i.r il l|t,rrfi||. \,i-i',rt: j( jis \ttfi];i\B. 

i n ,.' I, /•#iji iih-mI" If |jrf/>|><-roij>', ri(r%*-r ^>e di- 

f-.- J /. .*i. \',\\', r,\tx[i ii|i v'lur »< h<'rri(; Of^JfMKlMcryCMI 

I |. ..I.,, lull iiifiii. Iry iiil-iii|/ iifiy (Mfff, or Other ad- 
i.i.i..yi ^i.iji Milvi-iHiiiy limy {>iir]i<mf;ly throw in four 






balil allpmpu mske the finoc 
13. Never [el your qiipen e 
u iKat your Hctvenary, by br 
miglit eiievk your king, ir gli 
hanily hav 



14. Lei not your advermry's kniehl f[ 
duly EUBrded) cume lo ebtKK your king 
your King and rmk* or ydur queen and 



there, lor you 

;hl tponiculorly if 



rery'i fork l»o oryniir r 
16. When the kings h 
ofthe board, the enemy 
king the pawna ho hai oi 
care to bring up his pis< 
rODka. to iuppon them; : 



aatled on diflersnl lidei 
sideorilie bonrJ.takine 
lie king thnl has nuilod 



ends, in playing the game: that ia, phice the queen, 
biahop, or n»k, behind a pawn, or a piece, in aiich a 
way. na Ihal upon playing thfil pawn, or piece, you 
discover a check upon vourndveniary'a king, and ihiH 
get a piece, or eome qrher advantage by iU 

18. Never prated an inrerior piece with a belter, if 
you can do it with n pawn, becauae that better pirt 



otighl . 



inihs 



^^L thegain 



n your power to gi 



pnwn pnased, and m 
g ad venary a piece, 
e only, whenever you 



.._ a pawn with i 



Bupporred, rrequenlljr 
nd if you rlay to win 
ive gained a pawn, oi 



t19 CHBAS. 

tny other ailvantage, and are not in danger of Iorin| 
the move Ihereby, make at frequent exchanges of 
jueces ns pomiible. 

80. If you have three pawns each upon the board 
and no ;>'ece, and you have one of your pawns on on* 
tide of ihe board, and the other two on the oppoatite, 
and yinr adverrary's three pawns also are opposite to 
four two, march with your king as soon as possiblo^ 
Id taVe his pawns ; and if he tries with his king to 

protect them, go on to queen with your single pawn . 

Ad if he goes to prevent it, take his pawns, and pudi 

me others to queen. 

81. Toward the end of a game, each party having 
vly three or four pawns on opposite sides of tne boaru, 
me kings should endeavour to gain th^ move, in order 
* win the game. For instance, if you bring your king 
^posed to your adversary's king, >«ilh only one squarv 
Iketween you, you will have gained the move. 

22. When your adversary has his king and one pawr 
%n the board, and you have your king only, you can 
aot lose that game, if you can bring your king to be 
ypposite to your adversary's when he is directly either 
before or on one side of his pawn, and there is only 
•ne square between the kings. 

S3. NVhen your adversary has a bishop and one pawn 
on the rook's line, and bishop is not of the colour that 
commands the square his pawn is going to, and you 
have only king, if you can get into that comer, that 
game cannot be lost, but may be won by a stale. 

84. When the game is to your disadvantage, having 
only ^our queen left in play, and your king is in the 
position of stale-mate, keep giving check to your ad- 
versary's king, taking especial care not to check bins 
where he can interpose any of his pieces that make 
the stale ; you will at last force him, by so doing, to 
take your queen, and then you conquer by being ina 
■tale-mate. {See p. 808.) 

85. Never cover a check with a piece that a pawn 
pushed upon it may take, for fear of only getting that 
pawn for it. 

86 Always be careful that your adversary's king 
hae a move: therefore do not crowd him up with your 
pieces, for fear you inadvertently give stale-mate 
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advantage is increaning ; this is so p1aiii» it requirei nt 
argument. Again, when you have played u piece, and 
your adversary opposes one to you, change directly* 
lor it is clear he wants to remove you; preveat hia^ 
therefore, and do not lose the move. 

9. Cast up your game every now and then, make a 
balance, and then take your measures accordingly. 

10. At the conclusion of the ^nme especially* r» 
member vour king is a capital piece, and do not let 
him be idle ; it is by his m«ans, generally, you get tlM 
move and the victory. 

11. Notice this also, thiit as the queen, rook, and 
bishop, operate at a distance, it may not alwaya bo 
necessary in your attack to have them near your ad- 
versary's king ; they do better at a distance, cannot be 
driven away, and prevent a stale-mate. 

12. When a piece presents that ^ou can take, and 
that cannot escape you, avoid being in too great a 
hurry ; see that there is not a better move elsewhere 
and take it at your leisure. 

13. To take your adversary's pawn with your king 
is not always right, for it very often turns out to be a 
safeguard and protection to your king. 

14. If you can take a man with different pieces, do 
it not hastily with the first that occurs, but considw 
thoroughly with which you had best take it. 



SELECT GAMES AT CHES& 

THE FIRST game; 

Beginning with white. Illustrated by obaervationi on 
the most material moves ,- and two back gfimes ; one 
commencing at the 12<A, ajid the second at the 37lA 
move, 

1 White. The king's pawn two steps 

Black. The same. 
8. W The king's bishop at his queen's bishop's 4tk 
square. 

B The same. 
8. W The queen's bishop's pawn one move 

B The king's knight at his bishop's 3d square 



J 



fl« 



f He playt ihii to ^ve %n opening to bis kin^s , 

which cannot be avoided, whether you take ha pawa 
•r DoL 

^ If yoa thoald take the pawn, in lien oTplafing 
your queen, you would commit a great error, ror jroar 
royal pawn would then lose its line; whereas if year 
king's pawn b taken by the adversary, that of your 
queen supplies the place, and yon may sustain it with 
Uiat of your king's bishop; ihese two pawns will evi- 
dently win the game, because they can now no more 
be partem] without the loss of a piece, or one of then 
will make a queen, as will be seen in the end. Be* 
sides, it is of no little consequence to play yourqaeen 
in that place, and for two reasons ; 1st. to support and 
defend your king's bishop's pawn ; and 2d. tq sustain 
your queen's bishop, which, being taken, would oblige 
you to retake his bishop with the above-mentioned last 
pawn; and thus your best pawns would have been 
ocally divided, and the game lost. 

A He takes the pawn in order to give an opening te 
b king's rook. 

t He plays this bishop to protect his queen's pavm, 
with a view afterward to push that of hb queen'a 
bbhop. 

N. B. He might have taken your bishop, but he ra- 
ther chooses to let you take his, to clear a way (or hb 
?|ueen's rook, though his knight's pawn is doubled by 
t ; you are again to take notice, that a double pawn m 
noway disadvantageous when surrounded by three or 
fi>ttr others. However, this b the subject of a back 



B Tit« qri^cn't pswn two movea. 
f. 1*h« Lifig's pawn one move. j 

tt Tt**- k.uz'n kn cht at ha king's aqoafeu ; 

10. IV The que«n*s bi»!M>p ai hb king's 3d i 
B Tfic k. rig's b.shop's pswn one more./ 

11. IV The queen at her 2d square, ff 
B The king's b.thop's pawn takes the pe^ 

2. W The qi^een's pawn retake* iL 
B The queen's bbbop at hb king's 3d aqoar&l 



p'a Tourlh 
lishop. t 



11 W The kmg'8 Imight at bis I 

B The qtteen at her king's Bd i 

14. W The quoeti'n b»hap Inliei 
B The pawn takes (he while t 

15. W Tho king ™i1h> wilh his rook, in 

B The queen'a knight at hia oiieen's 2d eqi 

16. W The kliighl ukes llie hlac:k bishop. 
B Thp queen takes the kiiighl. 

17. W The king's bishop's pawn two stepa- 
B ThekingVknighroi his queen's hiBhnp's2d 

18. W Thfl queen's rook at lis king's pbco. 
B The king's knight's pav™ nns move, n 

19. W The king's rook's pawn ana muvs. 
B The <]iiceii'g pawn one move. 

SO. W The fenlghl at his king's 4lh square. 



ganie,beginningrrain this ISih move; the black bishop 
Ihera tnkina your bishop, Bbovre. 'hat playing wel! on 
both sides it makes no allfraiion in ihe case. The 

win the game. 

k Tonr Iting'a pawn nni being in danger, ]?oiir knighl 
attacks his bishop, in order to take or have il removed. 

bishop bnller the lina of your king's bisliop's pawnj 



n Tie is forced lo plar Ihia pawn, la deter you from 
pushing jFOur liing'a bishops pawn upon his queen. 

t This inoTB is nlayed lo tmncpnlmlB nil j.oiir pawn* 
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B The king's ruck's pawn one move, p 

51. W The queen's knight's (Mwn one move. 
B The queen's rock's pawn one move. 

52. W The king's knight's (tawn two stepa. 

B The king's knight at his queen's 4ih aquareb 
23. W The knight at his king's knight's 3(1 square, f 

B The king's knight at tlie white king's 3d aquare. f 
S4. W The queen's rook takes the knight. 

B The pawn takes the rook. 
K. W Tlie queen takes the pawn. 

B The queen's rook takes tlie pawn of the opponlt 
rook. 

26. W The rook at his king's place, s 

B The queen takes the white queen's knight's pawA. 

27. W The queen at her king's 4th square. 
B flie queen at her king's 3d square, t 

28. W The king's bishop's pawn one move. 
B The pawn takes it. 

29. The pawn takes again, u 

B The queen at her 4th square. * 



p He plays this pawn to hinder your knight from 
entering in nis game, and forcing his queen to remove; 
else your pawns would have an open way. 

q You should play this knight in order to push your 
king 8 bishop's pawn next: it will be then strengthened 
by three pieces, the bishop, the rook, and the knight. 

r He plays this knight to subvert your scheme by 
breaking the strength of your pawns, by pushing hia 
king's knight's pawn ; but baulk his design by chan^ 
ing your rook for his knight. 

§ Play your rook to protect your king's pawn, which 
else would remain in the lurch when you push your 
king's bishop's pawn. 

I The qneen returns to prevent the check-mate. 

u Tou would run the risk of losing the game, were 
]rou not to take with your pawn. 

X He ofiers to change queens in order to frustrate 
]rour plan of giving him check-mate with your queen 
•ud bishop. 
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JO. W Ths queen lakes iho queen. 


■ 




B Tlie pawn lakes the queen. 


■ 




11. W The bithop lakes ihe pawn in his way. 


■ 




B The knighl at hi. 3d square. 


■ 




t W The king's bishop', pawn one move, y 


■ 




B The queen^s rook at th« white queen's knight's 


m 




Sdaiuare. 






.«. W The bi>hon ai his queen's 3d -quaro. 


* 




B The king ol his bi.hopn Be! squnre. 




SC W The bishop at Ihe black king's bishop', fourdi 






B The kni^tliTtho while queen's bishop'. foafUi 


^ 




35, W Thelimghlt'llheblackkio^-.rook'B4th(qusrB. 


i 




B The kins', rook gives check. 
36. W The bishop ravers Itie check. 






1 




B The knight al the while queen's Sd square. 


■ 




37. W The king's pawn gives check. 
B The king al bi^s knigh|-« M square. « 


■ 








38, W The king-s bi.hop's pawn one ni"V6. 


1 




B Tlie rwii al its king's bishop's square. 






39. W The knight gives cl.oi^k at ihs 4lh square oi 






hi. king's biKhop. 






B Tho king at hi. knight's Si sqaore. 

B Clays any where, the white pushes lo queen. 














From Ihe twelflh mmw. 






IS. W The qnsen's pawn relahes it. 






B The king's bishop lakes the while queen .bishop 






13 W Tho queen take. Ihe bwhop. 






B The queen-. bUhop al his king's 3d .quara. 






J When your bishop runs Bp"n«hlre,p.,iyour pawn 
Bliays upon black, because Ihen your bi.ftop serve, 
lo <Inve away your adversary's king or rook when be- 
tween ynur pawns ; and vica versa, when your bishop 
ram black, Ihen have your pawns upon wh.io 












. A. hi. king may relire lo hi. bishop'. »iuate, Om 






■crond back ?ame will inform you bow lo acl m Ihu 
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14. The king's knight at his king's bishop*! 4lh i 
B The queen ai her king's 3d aquare. 

15. W The knight takes ihe bishop. 
B The queen takes the knighL 

16. W The king castles with his rook. 
B The queen s knirht at his queen's Sd 

17. W The king's bishop's pawn two move^ 
B The king's knight's pawn one move. 

1& W The kind's rook's pawn one moveu 
B The kind's knight at his 2d square. 

19. W The king's knight's pawn two steps. 
B The queen's bishop's pawn one roo^o. 

to. W The knight at his king's 2d square. 
B The queen's pawn one move. 

21. W The queen at her 2d square. 

B The queen's knight at his third square. 

22. W The knight at his king's knighi*s 3d square 
B The queen's knight at his queen's 4ih squares 

23. W The queen's niok at its king's square. 

B The queen's knight at the white king's 3d aquare 

24. W The rook takes the knight. 
B The pawn lakes the rook. 

25. W The queen takes the pawn. 

B The queen takes the while queen's rook's pavia 

26. \V The king's bishop's pawn one move. 
B The queen takes the pawn. 

27. W The king's bishop's pawn one move. 
B The knight at his king's square. 

28. The king's knight's pawn one move. 

B The queen at the white queen's 4lh square. 

29. W The queen takes the queen. 
B The pawn takes the queen. 

SO. \V The king's pawn one move. 
B The knight at his queen's 3d square. 

81. W The knight at his king's 4th square. 

B The knight at his kind's bishop's 4ih aqaareb 

82. W The rook takes the 'knight. 
B The pawn takes the rook. 

83. W The knight at the black queen's 3d square. 

B The king's bishop's pawn one move any where , 
the game being lost. 

84. The king's pawn one move. 

B The king's rook at its queen's knight's «qaare> 
36. W The bishop gives check. 



« rho king n-lirci 

36. W Tile kiimhtuLr 

B The kma removes 

57. W The knighl at 



COmmrncirigJrBm the ihirli/sevmlh m 

ST. tV The king's pawn gives ehcck. 

B The king »t hii bishop's squBre. 
SB. W The roofc st tU qumn's look'i tq«ir 

B T^o^lok giveicheek at tlie white queen 



B The kniEhl retakes the mok 
40. W The king at his rnok's 3d aqnare 

fl The knight ill the whj- - -■- " -'- - ' 
U. W ThelmlEhl at th 

B Th.' knightat Ihi w 



Cbnonmeing vnlh Hit binck; vhtran is tern IhnI play- 
xng Iht ici»ig^s knig/if. Uie itecandmnp€,u wrong pta^i 
kcoTut ii givii tilt ndiinHlnge of till, allnck to the nd 
turtaiy. Till liamtr aill sti hy ihae Ihra diffcrmt 
back games, thitt a paid attack ktepi the ■dturlaij 

I. B The kite's pawn two .tepe 



B. B Tile bwhnn retirei. 

W The kiiig-i biihop it bis quecn'g 3d equi 
9. B The qucQD at her king's £d square. 

W The same. 

10. B The king caiLlei with Ilia rook, a 

W The queen'i knight at tils qufen'i li sqi 

11. B Theking'aknightal]ii>n)nk'>i4Utaqu> 
W The queen ot her kmg'a 3d >qii>re. 

12. B Thekina'aknuhttakeBHiebiihop g 
W The queen retaken the knight. 

13. B Thequeon'gbiihoptakest1]ekBight.A 
W The pawn leUkca the biahop. 
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h If he did not take your knishi, his 
nam iinpiisoned by your pawns, or he 
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11. B Tlie kings bishop's pawn two morei. 

W The quevn at her king's knight's 3d sqaara. 
15. B The pawn takes the pawn. 

W The bishop's pawn retakes it. 
1^ B The king's rook at its king's bishop ■ So 
sinare. i 

W The king*s rook's pawn two steps, k 
17. B The queen's rook at its king's oishop's sqiiaiv 

W The king castles with his queen's rook. 
18 B The queen's bishop's pawn two f '.eps. 

IV The king's pawn one step. I 

t He plays this rook either with ao intention to duo* 
ble it, or to remove your queen. 

k You push this pawn two steps to give your oucpo 
iiiON room, who, being attacked, can retire behind ihlt 
pau.i, and then remain, menacing her adversary's king's 
rook's pawn. Your fmwn advancing afterward will 
become dangerous to your adversary's king. 

/ This move is most difficult to comprehend as wall 
as to explain. You are to observe, when you find your* 
self with a chain of pawns succeeding one anochei 
upon one and the same coloured squares, the pawn wlio 
has the van must not be ahandoned, but should siriva 
to keep his post Here agam observe, that your king's 
^wn being not in the line of his comrades, your adver- 
sary has pushed his queen's bishnp^s pawn two stepo, 
for two reasons The first, to engage you to push that 
of your queen forwards, which, in this case, would be 
always stopped by that of his queen, and thus leaving 

ehirid that of your kin^. would render it totally use> 
8. The second is, to hinder your king's bishtvp firoas 

altering his kind's rook*s pawn : it is best, therefore^ 
o push your king^s pawn up<m hi? rook, and lose it; 
because then your adversary, by taking it, opens a free 
passage to your queen's pawn, which you are to ad* 
vance immediately, and supi>ort, in case of need, with 
your other pawns, with a view to make a queen with it« 
or draw some other valuable advantage to win the gnnNk 
His queen's pawn (now become his king's) apparently 
has the same advantage of having no opposition frcNn 
your pawns to make a queen * the difference, however, 



ft B Ttie Diietn'! 

W ThequBou's 

U. K Th.. I 



W ThDquoeii at bpr bmA' kni['M'i 2d njuare. 
n. B The queen U her kins'* bi»liop' i 2d square. ■ 

W The knight U Ibe blick kin^ i knighl'i JIL 
square. 
13. B The qu«D gjieg check. 

W The kiniz st his queen's knirht'i laaaie- 
M. B The rook taken the bishop, o 

W rhB rook relakei the rook. 
16. B The queen at her king-s biahop'i 4th w.aais, 

W Tl;eqii«eiiiilberking-a4thsqiiiiie.}i 



US'" 









■ory in play ihni knighi ; the innre. becautc this ie> 
pawn, ill 111 preieni ■iiiiiiinn. blocki up ihe pmago i 



ishop ujiih your kuigiit. w 
ii-ilh his queen, tacaust 
■ diacaveced cb«k widi 

bilhop; m Ihe Aral phc 

pet hij queen upuu Ibe 



228 

The queen taket the qaeea. 
The knight taket the queen. 
The rook at the white kin^« bbliop*! t^a 

aquare. 
The knight at the black king*! knight^b 4A 

aquare. 
The queen*8 bishop'a pawn one more. 
Ihe queen*8 rook at her king*a knighft^ ti 

aquare. 
The knight at his queen's bishop's 4th aqmiVb 
The knight at the black king*s 3d aqoars. 
The knight takes the knight 
The pawn retakes the knight. 
The rook at its kin^*s bishop's 3d sqaue* 
l*)io king*8 rook at its queen's square. 
The rook takes the pawn 
The king*8 rook at the black queen'a 8d tqnaiey 

and mu8t win the game, q 

F11UT BACK GAMS. 

From the third move. 

S. B The queen's pawn two steps. 

W The king*B bishop's pawn two stepe. 
4. B The queen's pawn takes the pawn, a 

W The king's bishop^s pawn takes the pawn. 
h. B Tlic king*s knighl at the white king's knight'f 
4th square. 

W The queen's pawn one atcp. 



tS. B 


W 


27. B 


W 


t8. B 


W 


29. B 


W 


30. B 


W 


31. B 


W 


32. B 


W 



queens : because his queen being at present troubiesoma 
in the post where he just played it, you compel him to 
change, which he cannot avoid, if he will save hie bt- 
ing check mate. 

g Any thing he could have played could not hinder 
vou from doubling your rioks, unless he had 8acri6ced 
his bishop, or let you make a queen with your pawn ; 
Ibus he loses the game all ways. 

a If he had taken your king's bishop's pawn In lieo 
of this, you must have pushed your king's pawn upoa 
his knight, and his pawn you must afterward have re- 
taken with your queen's bishop. 
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t B TliobiahopcO'ersihpchBcli. 






p takes IhE blac 














W Thoquw 


















n's knight's pawi 








an', bi-hoi.'. fi 


•n t«liB 


lib; put- 



B The qUBfii 
W The queen's biabop at 'his king's 3d square. 
r B The bishnp at his king's 2d squaro. 
W The king's knight at tain king's bishop'* Alh 



ing you 



:Bnf n 



'Ji^ri 



knighl-heV 
him"Zd ^'n 



c Hs play* in Ibis tt 

diaiely ymit quMn's knight's pawn upon his kni^lii, 
which fetreal foices youi artHersaiy to lake the pBvin 
la way. Thiijnins jruui pawns agriin, and makei 



(ham 



■ ir. this e 
■Bfliy's p.ec 



I IIKtS 

' ' t Ui own fqnarw. 

II tbabUck ki^WilA 



!!■> Thr qu«r ui tii'ikiiishr* •ccondiqmi* 

II. It I>aliinff'iib<>tbnr>athu3d*qiiu» 

W 'hiBkng'inMikukeithepiwD. 
S2 D Ttialiiiiicutlci. 

W The liin^'itnoktakeithn black qiiMB'ikBlim* 
U. 11 The qiicHi'ipiw-nlBkcitlwroiilu 

W ' )ii:4]iieen'iruol(lal<caibep(iwn. 
H It. Thequtten'umuk'apiwiiODemara. 

W TliBiwjkfl""*''^'^'^ 
S£. II Th>!l1nurF<ir». 

W Th n- illlinlilickqiteen'abietiOp'aSdHWM 
an. II Till! quuun It lice knlDht'aJlhiquarB. 

W Tl.pq™^.|,'ik.iBhi™ilii>rook'.4'.hKiii.rB. 
17. II TliR„u«>niithFiki»i.''Rbi<1iiiji'«4[IiH)uUe. 

\V Tiip qiicnn'* kiiighlnt her))i9hop'i4th iquiirak 
28. R ThoqiiBRnUkc* the knight. 

W riirbiilinpgii'ea check. 
te. a Tlio king rnirr^i where he ctn. 

W The kiii^Tit gi>ci check-mate. 

■BCOND BACK a A MB. 

From IkiJiflK nun*. 

6. B The1ilnj{C3st1ei. 

W T))G kin^'et)bh<>|i'a pawn one moTe. 
6. 11 The qii(!vn*ai>awii one move. 

W The queen .11 hcikaie'sliishun'aSrIsqinn. 
T. It The qnccn'a piwrttokea ' pawn. 

W Til i^icm'i pnw niU es hfl pawn. 
1. B Thi-qiipo 'Brn.ik'efinwMlwoniovM. 

W Tliek.n3'skiii;rhf*pnwnlwomov6i. 
S. If Thi qicinnDiirSiJ sqiiuTG. 

W 'Ihckiiip'skniLihri pnwHOnrmoTo. 
10. B Thi,kinK-iXni,;hlnthi5kin|.'Ssq«,,e. 

W The kinc'a bishnp .t l.ia qute.i'iF l.bhop'l «k 



akesthii king'i biahop'a pawn, (ad 

bishop tiku [he black king*! rook'b 

might 01 hi> biahnp's 3d aqaan. 
!ing >I her king'i nink'm Sth sijiun^ 
game on lemoviiig the bishop. 
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unon 


>knighiilhhquRCn'<2ilH]iiara. 
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'■ rook El its king'i knight' 
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g knighl'e pawn two atyt. 
















15, B 1 he 




't.k« the knight. 












IB. 1! The kins' 






W The 




H her king's ad wjuii™. 




n. B The 




'a biihap'i pnwn one ntep. 












18. B The 


bishop It hii qucon'i hlihop'i !d 


«]««* 


o Whrn 


Ihrk 










1 ..pon ihe..k in orrier 1.. ■ 


nek roM 












"<"" 


uM hav* bKEii verr imiiAbn 


mpnlicr 



piwn, which would have Imi yci 
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W The qnrwiN htuhop'g pawn omm 

19. B Tlii* liiii((*!f molc'ii pawn one movo. 
W Thr; kinifN rfMik at lU qiitien'a knight's aqi 

27). B Thn kii\ff'% rn< ik at its 4th iiqiiare. 

W Thn quM'.n** hmhop's pawn one 
21 . B The qiie*in*a |iawn one move. 

W 'J liir kiii^r'i (lawnoni* move. 
3i. B Thn kiii>r'!i kiii'^ht at hu king^a 

W Tho qiifinii*8 kni((ht*4 pAwn one more. 
2:). B The pnwn tnkcH the pawn. 

W Thf) kiitg'ii rriok rctikca the pawn. 
24. B Thft qiiftftn** rook'a pawn one move. 

W Thi: kiiiif'a rrmk at its queen's knight'a4Ui 
21S. B The kiiis'a bia!io>*a pawn one mo«e. 

W The king'fl bmhop ukea the queen'a ruok'a p 
28. B The pawn tikea the biahop. 

W The queen takca the pawn and givea ehacL 

27. B The king retiiea. 

W The queen gtTea check. 

28. B Tlie knight covers the check. 

W The. q-ifreii^a r«»«k'a pawn one move. 

20. B Tlift kin«T at his queen'a 2ii aq'iare. 

\V Th" f\ •('•■II tikctf till! queen n pawn Uidg&TflS 
chuck 
20. B The kfnqf ri^tiieai 

W The qucf.'ii'ii ro«ik'a pawn one mofs, wad by diC* 
fcrcnt wa) 'tf wina the game. 

CUNNINGHAM'S GAMBIT. 

T%e tnventor o/thit thought tt a surtgamM; hut, Aral 
patens totU conducted^ for the loss of m bishop an^ 
$nU win the game^ both sides playing welL T\trt 
mrt two hack games ; ojufrom ike sevenikt tatd tki 
9ther/rom tlu eleveith move. 

1. W The king's pam!i two morea. 
B The simc. 

2. W The king's bishop's pawn two morea. 
B The king's pawn takes the pawn. 

3. W Tho king's knight at his bishrp's 3d aqaare. 
B The king's bishop at his king's 2d square. 

4. W The king's bishop at his queea\ bishop's 41^ 

square. 



CHEM. 2i 

B Thcliift^'ibiEhflp lim check 
S W The king*! koiDhi'i paon one «a*» 

B Thp pawn lakea the piwn 
». W TheliiiigcMilBt 

B 'Hie pawn tskes therDok'tntirii udriveachH 
T. W The king Dl bis rook', ■quare. 

B The king's hiihop nt his 3d niuftre. a 

8. W The kine'a pawn one more. 
B The queen', pawn two .tep«. 

9. W Thequeen'iDBwn takeathebtahop.fr 
B The king's knight takes the piwD. 

la W The king'a bishop at hii qoeen'a knigfat'i 

;■> 3d aqua 



B The que 



'■ bishnp al 



u I lie qucen-g Diqnnp at nia ainc a j<j aquara. 
11. W The queen', pawn one rnovV c 

B Tlie king's rook'a pawn one mciTe. d 
» W The queei'i bishop >t hi. king', bi.hop'i « 
wjuare. 

B The queen'abi.huri'. pawn two .tBp». 
IS. W ThequccD'.bi.iiopti>ke.thepawnnentoh 

B The queen's knight at Ills bishop's 3d aquue* 
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14. VV The queen*! knight at hit queen** td 
B The king*! knight at the white king*i kiug|l% 

4th square, c 

15. W The queen at h^r kinff*8 Sd aqnare./ 
B The knight takes the bisnop. 

16. W The queen takes the knight. 

B 7*he queen at her knicht*s square, g 

17. W The auecn takes the queen, h 
B The rook takes the queen. 

18. W The queen*s rook at iu king'a wpgHU^, 
B The king at hisqucen*s2d square. 

19. W The king's knight gives chsck. 
B The knight tak>» the knight. 

SO. W The queen's rook tnkcs the knight 

B The king at his queen's 3d square. 
S^3 W The kintr's rook at its king's square. 

B The queen's knif^ht's pawn two stepfc 
22. W The queen's bi8hop*s pawn one step. 

B The queen's rook at its king^s square. 
SS. W The queen's rook's pawn two step*. 



ff He piays this knight to fake your queen*! biahop» 
which would turn out very incommodious to him, m 
case he should castle on his queeii*8 side. OtMerre, m 
a general rule, that if the strength of your game conwata 
in pawns, the best way is to take the adversary's bishopii 
because they can stop the advancing of the pawns, much 
better than the rooks. 

f Being unable to save your bishop without doing 
worse, play your queen to take his place again when 
taken ; for if you had played it at your king's bishop's 
fMirth square to frustrate the check of his knight, \am 
would have pushed his king's knight's pawn upon your 
nid bishop, and thus won the game immediately. 

g: If he had played his queen any where else, she 
would have been cramped ; he therefore offers to change. 
that in case you refuse, he may place her at her third 
iquare, where she would be extremely well posted. 

If you did not take hi^ queen, vour game would bt 
still worse. 
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M W The K 
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.rwkaiit. 4ih.((iia 
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B Thp qtiee 


o'l rook at >C. Ling-i 


ook-. «iuu«. 


34. W The qd 
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B The king 


.kniBhf.pawncB=mo,e. || 


, If you hn 
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pawn.lakmeitwiih 
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«,youmucnth«ad.a 


niageorthegaoia. 
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M Mif klfiK** ri>ifli*N fHiwn glir«M clwek. 
'Ift W Thf li Mig Hi liin liniirht*a iqiiai^ 
«l t ht. liiM||*« hnittht'N pawn one mofii 

M I iiM riiiili'ii |i«Mrn givfi* rlii?clu 
41 W llifi hliiK tniiM Dm kiiiKlit*s ptwa. 

M Mill niitli'N imwri mnkm « qiiAiin and fiTW 
N W I hti king at Ilia lilaho|i*a ttl aqiiare 

II IliN »Miili givtia nhimk at Ita king's biabop*! SI 
a4|iifirn, 
41 W I ill* king at Itia .lit aqiiaro. 

II 'I'iifi ijiiiMni givita lOiiuik at tha white king's fOtkH 

44 W TiiM kiilgiil I'livitra thn ohnck, ha?iflg no otha - 
way 
M 'Mm i|iiiiiiii lakita tliM knight, and aflfvwardtll 
Miok, anil givna main In two mofss aftec 

»IMr nkVK OAMB. 

I'V «NM M# iHtvpnth mitpn t\fth« QtmXnU 

f W Thft king Hi hia rook*a aqunro. 

N 'I'liu lilahM|i at hIa klng*a 9(i Hoiinro. 
•- W 'I'lin klng*a lilaliop takna tho pawn and givM 
I'hviik. 
N rim king lakua thi* Ulahop. 
». W 'I'tiM khig'a knight at tlin black king's 4th 
aifiiHMi, ifiviHu (ioiibitt ohock. 
N 'I'lin king rtl hIa ?ltl aquaro, any whore else he 
liiana hia qiintin. 
Id- W Thu i|iiitiin givra onnok at hor king's knight's 
4iti HiiMnru. 
II Tiiii king ukita ihd knight. 
II. W 'rim iputitn glvoM vtirok at the black king's 
bUh<i|i*M 4lii aqimn* 
II riia king at IiIh (|iitittn'a 3U square. 
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• chtck-mnlo at the bliclc 



ha king, at Ihe eighth n 
e. W The king'! biaht 



m taking wnir bUhop vM 
etqfihafiril back game. 
take! Iba pairo tnd givM 



B The kini 

■ Hill a 

10. W The k 

B The king 



I knight at hii klng'i biihop'i 3d 
j's bishop at bu qiiaea'* knight'i 3d 

knight at the block king*! bithop 



IJ. W Tl,e „ 
B The queen'i p 

13. W The p«»n 1 
B The pawn rctJ 

14. W The biBhop 
B The qcieon'a I 



B Tho 

IS. W Tbc knight al 

B The biihop uke> 
19. W Tho knight re 

B The qaeen at hei 
SO. W The knighl tn 

B The queen tskfi 
tl. W The qnoot. la 

D Tho king mkeall 
tt W The bishop" 



hii queen'i biiliop'i Sd tqiim 






fVom Mi ilntulh 



ik It lU Ushnr'i squm. 



B Enighl Ukei Ihe b 



'i took >t Ibe black qi 






lu will be fort 
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^^^" 
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B The queen'i rook K its qiicen's jnuare. 






ai W The king*. b»bop at !,[. queeo'. look'i 4tl. 












B Tlie kmg-i knip;hl'. pawn two elep.. 
B Thr rook l.koBlhu rook. ' ^ 






13. VV T1.H knigbl liike, the rook. 






B TI,equeen.lherOJBqu:ire. 






U W The qiieon .1 hor ki ng'< rodk'a 3d .iiiuTa. 
B Tiie k.ng « h« kniehl-.ad »,ua,o '^"~ 






t5. W The queen take* Ihe queen. 






B Theroukrelakeithequeen. 






Se. W Tho queen'* ™>k"i pawn one mo»e. 
B The kkig nt hia knighl^ 3d iquara. 










"i,W Jhe qV"'- ^-ghf- paw3 ,w„ „,p. 






B The king'a rook's pawn one moie. 

S8. W The q.,een'.knUr< pawn one mon. 

B Tho knighl at hia kW. 2d aquarc. 










29. W Tho rook U the black quoen'a bjihap'ii Id 

B The 'ou"b[ it. queen'. 2d square. 

30. W The rook l^« the rookjf not il will bo the 




















B Thebithoprelakealhe nok. 






SI. W Thekinir.lbiikniglif.SdHiu.re. 






B Tlie kini['a rook's pawn one alen. 
SSL W The q„«,.'. hi^ihop at hu lung'. biahop', 1.1 










square. 






B. The kii,Bathii rook'. -tlhaquare. 
33._W The k,V.bi,hopgi.e, Check. 










B Th<;hi(hopcove«lhecheck. 






IM. W Tho bishop takeaihe bishop. 






B Tho king takes the bishop. 






as. W The kinghi gives check at hi. king-iSdmuaro. 
B The king at the white king's bi.hop'B 4lh aquare. 










36. VV The king at hia rook's 3d aquar^ 






ST. W The knight at hii king's kniohl'a 4ih aquBra. 










E Ti.e fcai^hl at his kin,'. bial»i?', 4(h ^?«e. 
S8. W The bl.hop at hia kV- knight'- squW 






B The king'a pk»n one move. 






39. W The queen's rook's p>wn one more. 






R The king's pawn onemoie. 






to. W The bishop at his kinfi's biahop'a ?d squirts 
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B Tb/' kniffht take* tbe qooeirt psvD. ind 
wards wioa the gana. 

j^rM^r iUuttraium tff CwmmgkmmU C mmUtL 

1. W The king's pawn two moree. 
B The same. 

2. W The king*B bishop's pawn two ■otHi 
B T>ie pawn takes the pawn. 

3 W The king's knight at bia bbhoD'a 3d . 
B The king*8 bishop at bia king's zd aqoare. 

4. W The king*a bishop at bia qaeen'a bMhop'k 4lk 

square. 
B The bishop gives check. 

5. IV The kins at bia buhop'a aqoare. • 
B The qoeen^a pawn one step. 

6. W The queen^i pawn two stepa. 

B Tlie queen at her king's bbhop*s 3d aqaarfr 

7. W The king's pawn one step. 

B The queen s pawn takes the pawn. 

8. W The queen's pawn retakes the pawn. 
B The queen at her king's 2d sou are. 

9. W The queen's bishop takes the gambit's pawB. 
B The queen's bishop at the white lung's knighl'a 

4th square. 

10. W The queen's knight at his bishop's 3d aqoare. 
B The queen's bbhop s pawn one step. 

11. W The queen's knight at his king's 4t)» «qaaie^ 

must win the game. 

TBB fiUEUl'f OAMBIT. 

fViih sue back games, 

1. W The queen's pawn two stepii. 

B The queen's pawn two steps likewise, 
f. W The queen's bishop's pawn two steps. 

B The pawn takes the pawn. 



a VVithdrawini; your king to hii bishop's place, icn 
ders it impotbihle for your adversary to preserve <ha 
gambit's pawn, which will be always in your oower to 
toke. 
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S. WTh« k 


nir's na.m two moTei. ■ 


B The kinp'e'pawn two move.. A 1 1 


4. W Tlie q 




B The kin 


■« bishop's piwn two movea. g 


G. W The 
B The kin 


ueen'i knigiil at h» bi.hnp'. 3d HiuarQ. 
'« knight at J,i« bishop'. 3(1 iiquanu 


«. W Thek 




B The kin 


rt 'bishop''at ^Tq "c"ea""bblhop'. 4th 


equnre. II 


T. WThcT 


uesa'a knight at ha rook'i 4t]i aquare. « 


B Thebhh 






.*> ^ ^ 


a. W The roo'k Ukoi Ihe bLahop. j 


■ If, in>t» 


d of two, you had pmhed thii pawn but 


one unp. yo 


r arivemaiy would liavB ihui up your 


queea'i biiho 


far half the gam«alleiul; thellratbM* 


pnis will be 


he evidence ot iL 


t He <wwl 


hive Inx Ihcgame. if, inMead of praying 


Ihi. pawn, he 


nad suHainad Ihe gauibil's pawn. Thii 




ed by a Kcoiid back game. Bui if he 




usiieri Ihii pawn, noi laken the g.irnbil'i 


pawn, jrou mil 


SI have pushed ynur kiiig'8 bishop's pawn 


iwo ilepa. an 


then yaui gaiue would have bean in lbs 


but uf litual 


oni. 


c If jou ha 


cl laken hii king's pawn, intlead o( push- 


tag your m- 


forward, you had lust ihe beneGi of ih* 


■iiack. This 


is Ihs tuajecl of a lliird back gaina. 


J If he ha 


played aiiv iliiiig else, ynu must bav* 


tave procure 


ing'. bishop's pawn two slepi, and Ibui 


jaur pieces an eniira liberty. 


( If. insiu 


of playing your knight to lake his king^ 


bi.linp. or .na 




taken ibe gai 


Bit's pawn, ynu had Inn the game agKin 


Tfaii ii made 


lear by a lourlb back game. 


/ ir. in lieu 


ot taking youi knight, he had played his 


fci.hopa.jn.. 




tackrd it wlih 


yiiui king's knighi, and uken it the nail 









B The pawnlakeith 
to. W The kliie'i hishD 

B Thppii»iiuk 
II. W The pawn I 

B The q^ieen'a biiliop al bia ting'a buhop'i ' 

It W Trie queen'* biihnp at hl> liinE'i 3d sqntr^ 
B The queon'B kninht at hi> nucen^i &[ Miiura. 
13. W The queen illiei td Miuare. 



B Theqiiee 
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B ThR bUhop lakei the kninlit. 1 1 


19. W Tht 


pawu retakes the Eishup, and reanilnU* 


B Theki 


■^'s "okatit-king'sBiddfe. 


SO. W The 


king at his queen'i kni^hi's aqutn. 


B Tl>e qu 


ten at hei biBhop'» 4th iquaru. 


21. W The 




B Thr po 




ta, W The 


queon'a rnok at ita king'i «|uaro. 


B The ki 


K.lhi«fcmghi-,2d.qT.ure. 


S3. W The 


king at hia queen's biahap'a 3d •quua. 


B Th.jl>i 


p'a rook 'a pawn oi:e niovs. 

king'i rnuk at hia kniuhi'i 3d nquaro. 


84. W The 


BThekr 


ghl at hia king-a ronk% -1th eqriare. 


as. WThe 


attarVed rook aavea itatlf at the qoiwn-b 


kn 


ght'a 3d aquara. 


B Thequ 


fen-a ki.>ght-a paon one more. 


tG. W The 


queen'i pawn one nop, lo nuke ta optM' 




fcr your rnok ondbJshop. 


B The pa 
17. W 1 fie 




(ing'i rook tak«athe pawn. 


B Tl.eq 


eeifi rook at its queen's aquarB. 


M. W The 


queen'a rook aE its queen'i square. 


B Thekn 


ght at hia king', biahop'a 3d aquare. 


». W The 


king', rook giLacheolT. 
Eathlarook'aiuiuare. 


B Thekl 


M. W 'Ihe 


biahop at the black queen'. 4tb nnat*. M 


pravem ihe ad.^fBary*. pawn'. tdfanoiBf. 1 1 
B The kniBhl Ukeg the bi>hop. 1 1 


31. W The 


rook rrlakei the kniehl. 


B The hing'i rank at its bisliDp'i ■qpan. 1 1 


W. W Tlie 


queen'i look at lt« qucen'a 9d aqoare. 


B The ki 
S3. WTh2 


g-. rook at tha while king's bi.hop'. «t 


queen', rook at it. king'i Sd .quai* 


B The qii 


een'a pawn one ran... 


S4. W The 




B The qi 


ccn's rook lakes the pawn. 


M. W Tlie 


ki.ie-t ro>.k at the blsck king'. !d aqum. 
y'alinight'i pawn one alep ; il he tm- 


B The ki 




led the (lawn, the eame wa. loil 
ol the two rooks Ia\e. the arwa. 


36, W One 


B TSe ro 




37. W The 


rookrttakealheiook. 



Mi 



8 The ronk g 



■ check •( ihn « 



ronk Bi*ei cri 

3S. W The king mt hii quoco'i biibop'* 3d 

B The took Ukes Iha pUHn. 
», W The rook'« ptiwn Iwo stcpi. * 

B The king'i knight'i pawn one atta 
m. W TliB rook'i pawn one moie. 

B Tho kmghl'. pawn one more. 
~ . W The rouk tl it( king') aquara. 



ling's knight'i (qiurk 



rook a\ it! knighi'i 3(1 iquin 
le king tokci the pawn. 



B The kt . 
«. W Tho rook u 
B Tho rook givn 

43. W The krng at hii queen'abiihop'i 4th aqura. 
B The rook Bt the while king's knighl'a Sd *quu«, 

44. W Therook-ipaw, - 

B The rook a( ' 

45. W Tho k> 
B The rook'a pawn oi _ 

46. W The king al the black qoeeni ki>l|tl'i N 

B The rook's pnwn one more. 

4T. W The rook'a pawn one moia. 

B The rnok tahca the pawn. J 

48. W Tliaronkukcathapawa.m 

B ThiTook ai tho king's rook'itd tqwnt 

49. W The pawn Iwo alepa. 
B The pawn one alcp. 

H. W Tho rouk at ita king's rook'sSd tqnva, 
B The king at his kniglil'* Sd squars, 

i|. WThepwnonemS.e. 

B The king's al his knight 3d tqatn. 



t If, instead of pushing this pawn, joii hid lakat 

cauie youi king wnuld have binriered your iDok from 
Bomingin lime lo slnpilie pesaagBof hiiknighl'a piwfc 
Tbii may da seen by pJaying over ibe aame niovoi. 

I tf ha did not take yout pawn, you mnsl hantakaa 
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a. n Ths king It (he black queen's bishop') 3d 
B The king nl his knight*! 4Ui aqusro. 

Le king'i knight'a 4th Milium 
! pawn, uid placing tlXtX' 



H. W The p»«n 



/Vom Iht third n 
Z. W The king's p» 

B Tha kisg'. bi.hn 
4. W The kLog'" hi* 

B The king's p, 



vto/lJu QuBn'j OomUt. 



B Ihe Hing'B pawn one move. 
E. W Tbo king*! bishop's pswrn one moTo. 

B The king's knight il his l>ishop'« 3d Bquar*. b 
6. W Tbc queen's knizht it his biahop's 3d squt 

B The queen's bishop's pawn two steps, c 
J. W The king's kniglil at his kings 2d squars. 

B The queen s knieht at hi« bishop's 3d squua. 



B The queen's kniglit at 
t. W The king dstles. 

B Ths kiue'i ill le Ill's pB<- 
9. W Tlia queen's pawn t 



. hi« bishop's 3d squua. 



been belief la pusli jouc king's pawn ihtq steps, beeaui* 
kis pijvn ubsirucu ibe uaiun o/joui king's and queen's 



< Tbis ii pushed with the sai 
i Ht playf mil 



ish thai of his king s bishop 
o( joai besi pawns. 



this pawn, the ariveiBarj' would then halt aiuiked your 
kini^s biiiop w'lb his queen's knight, forcing you to 



r 


^^^^^^M 


■ 




1 


246 caxaa. 




B The queen laksa Ihe queen. 


^^H 




10, W The rook make* ihe quMo. 






B The kind's biahiip laktn Ihe pawn. 






11. W The kmg'a knighl al hii queen'a 4lb uuBn 






B ThekJrBBihi.2.1«,uate. 






IS. W The queen-i kniEhi at hia rnok'i 4ib aquua. 






B ThekinE'ihiihnpal his queen's 3d square. 






13. W The kmg'a knighl lakea Ihe knighi. 






B The pawn reiaket the knight. 






14. W The king'abiihnp^ pawn one atep./ 






B Tlie kinE'tfook'apawn nne aliu. 




1 


15. W The queen'i biahap ai hi.queen'aSd iqiMM. 
B The kmgbl ai hia queen'a 4lh tquan. 

16. W The kmg'a knighl'a pawn nne alep. 

B Thr quMn', bi.hnp at h„ quee.i'a Sd iquM. 
IT. W The king ai hia bishop's 3d aijiiara. 

B The quaen'i biahou'a pawn one muia. 
IB. W The knight a> hia queen'a bishop's 3d aquua, 

B The queen'a biihop at hia 3d aquaia. 
19. W Tha knight takea ihe knighl. 

B The pawn retakea the k...ghi. 

50. W The kin^'a bishop at hit king'a Cd aquan. 
B The queen'a rook al ila kini'a linichi't aquan 

51. W The queen'a bishop at hi. 3d squan. 

B The king'9 knighl'i pawn lakea Iha pawn. 
IS. W Tba biahop lakea Ihe rock, f 




glia hill ch«k; and in Ihiacaae. he, plaring bia kiaf 




■t hia biabnp'a aecond tquaie, had gained the mora 
upon jou. and a ie,y good sKuation. 










/You atail thia pawn In prevent your advereaiy from 












dona by pushing only hia kmg'a pawn. 






g- If hit pawn bad been retaken with ynnr knighl'a 






pawn, ha would have piiabed hia queen's pawn upod 






four bishop, and aflerw.rd would have eniered ynni 






nmB wiih a chEck nf hia rook, tuppoited by hia queen'a 
biihop; and if you had lakrnlhia pawn with jnui king'i 










pawn, he might have dniia the saina; which would bane 






>i»n hiui a .er. good ga.ne, because one of hia pawni 
being tl.en passed, (l r) a pawn Ihal can b« no mora 












1 


hinder Ihe naking of a queen. 


1 


L 


. J 
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B Thepawn ukes tn« kmi-'B pawn gi'ii.g check. 

B The rook Ia!i«9 (he l)»haa. 
14. W The king's btsnop g< hi« 3d iquan. 

B The km; II hli Sri Equsre. 
tS. W Tnekiiig'irrHikaliiBqiiHn'aKCODdiqjan. 

B The qureri'B pawn give; check. 
16. W Thekui«alhiabiihnp's2d uiuaie. 

B The queen's biehnp al Ihn while kiiie's Jib «uaH 
ST. W Theqaeen-an)okHii<skin<taqusr«. 

B. The kins >■' hii queen'. 4ih tquare. 
n. W The king'a rook m i» king'i Sd square 

B The raok at in kin^i'a Kjuare. 
t9. W Tne king's knighi-i|iawn one maTb 

B ThR biil>cip lakea [he hKhop. 

50. W The mok <akei Ihe rnok 
B The pawn takei Ihe pawn. 

51. W The kine'j iraik't paw.i nne motiL 
B The queen'a hiahnp's pnun one movo. 

91 W The king's ronk al the black king'a ronk'ininM 

B The queen's pawn one iiioie. 
S3. W Thg king al hia 3ri iqimn.. 

B Tbe king's hjihop givet chwk at hi> queen'i bilk 

S4 W The kine at hit bishop*! 4lh iquaie, hai'inE ni 



ova, andwlnalhegania. 1 



Firm thi Oiiri mevt tjf l/ie giuen'i fui^ 

S. W The kin^'t pawn Iwn ai«pa. 



"TB piajert jou 



hinughl your Ml 
<u( rirat Kxlk for 



(. W ll«qu«n'.knighl'. p.» 



f. W Tna king'i blibop [akei iba pann. 



I 



B Tha quean cixBri tha cbnk. 

10. W Tha queen iKkei Ihe queen. 
B The kniehlreUliealhe queen. 

11. W The king'* biahop*ipa<rii two itap* 
B The kini's pawn one move or itep. 

U. W The kin^ at hi. 3d ■quan. 

B The kinir'e biihop'a pawn too atepl. t 

13. W The kiT,E'« pawn one moTe. 

B The king's hnichi al hit king'a 3d aqnare. 

14. W The queen 'i^nighl si hi> biihop'i Sd aqDU*. 
B The king'i knighL at hi> queen'a 4th aquirs. c 

a h ]i of Ihe tame conseauen« in Iha Btiaek of lb* 
•uBen'8 ea™!;!'. W iifiaraie ihe adveriary'* pawn, on 




■ 


^^^^^ 
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15. W The knighl tBk«B the knight 
B The pawn retakes Ibe knisbl. 

16. W The qucea'a bishop at Qa rook'a 3d aqoarfc 

B Tho bishop takes the bishop. 

II. W The rook take, the biahop, 

BThekingalhi*!d>quBie. 

18. W I'he kii.gat his bishnp-. 3d square. 

B The kiag-a rook at il> queen's knight'a iquacK 

19. W The knight at hi* kiug'. id «,uare. 
B ThekingalhiaSdaquara. 

M. W The king'a rook at iti quoen'a rook'a aquara. 

B The king'a rook at ilt quedn'a knight'a Id aqnai* 
11. W Tb. qHB- -. »ni gi>e. check. 

B The ki^t. ilio check. 
C W Theki.. -..-..-atthebUekqueeo-anok^U 

B The Hng'a knight'a pawn one moie. 
t3, W Tho knighl bi hi. queer', biahop'a 3d aqmra. 


W 


, W The quoen'a rook takea Ibe look'a pawn. 

B The rook lakea the rook. 

. W TherookreUkeBandmualwtnlbegDme.ha*- 

iD> a pa«:ii aupermrity, and a pawn pM, 

which aaiounta to a piece d 

fUlILD BACK QAHJCt 

PrtM Ihi/ourl/t mow -^ftlu Q^MiCt Oomttl. 

L W The qiTcen'a pawn takes the pawn. 

B Theq.ice.1 take, the queen. 

. W The king rerake. the queen. 

B The qoeeii^j biaLop at hia kiag'a 3d aquara. 
B. W The king's bishop's pawn two steps. 

B The king', knight'a pawn one atep. 
T. W The qVen'. knighl Bi hb bi.hop'aSd aquara 

B The qiieen-a knight al hia queen's id squar*. 
R. W The kmg'a rook'a pawn one move. 

B Tho kini-'a rook's pawn iwomovea. 
S. W TheqUBen'.biahopathiakinB'a3daqBai«. 


i Thus il Bpprais hy this Inck game, ihal a pawn, 











2&1 


a. W The bith 


ptakef the pnwn. 




B The king el 
SO. W The fing 


hi> qucBii'i ii'>hop-i 4lfa nun. II 


• biahop'apBwnoiie 


tep. 
P- 


B The quecn'^ 






Jl. W The king 


■ biihop'a pawn takei iha pavn. ■ 1 1 


B The knight 


■t the white queeo-a knight'l Sd 1 1 


wiuwe 






as. W The paw 


one move. 




BThe rook 




input, tagin 


check- 






B3. W The rook tokea the putrn. 




B The rook gi 


ea check. 




M. W The kmg 


hi a but one pUe* 




B The .ook g 
op-,., 




>V^,ibi>. 


mmlhim 


CKlA movi •tftht queaC, OmbO. 


1. W The king 


a biahop tokea the gambil'a paws. 


BTheking-.l 


nhiip'i pawn Ukea the pawn. 


a W The king 


abiahop^apownreta 


ea the pawn. 


B The km^-.Tmightuihe white ki 


g'aknighl-a«k 


sqiiatB. 






B. W The king 


■ knieMalhiarook'a 


3daquar«. 


B The queen givea check. 




la W The kini 


alhiaqueen'aSdaqu 




B The king". 


nighi 91 the white k 


ng'j 3d aqaue. 


11. W The quee 


n 01 her king'. 2d aq 
bishop at the white 




BTheW. 


king-, knigbt-l 


4ih«]u 






12. W The quoe 


nit herSdaqntro. 




B The king-. 
13, W The king 


night take, the king' 
a knight 31 his hume. 


knighfi pawn 


B The queen 


at the white king'a 


»luare giring 


U. W The king 


relirea. 




BThek,ng-.; 


iahop takes the koigh 


i,aDdwille>aIj 


win th 


game. 




a He mkei <h 


■ pawn. lo make n 


ueen upon .ha 


while quaen't (quaio, wtaora bia biah 


p aupporli Iba 


H>WD 







JVom llu tigklA fiumf itfOu QunV O^UL 
B. W Tlignwk reUkea the Uabop. 
n Tbr qiieon'i liniglit'* MHo two Mara. 

i, W Tliu knight 41 ibabUckqaew's bUwpa M 

B Th<>kliiK''"t1<»- 

10. W 1'lia f uuon'i rank'i ptwo two moraa. 

Thr qu(h,I '• kliielit •■ hii rook't 3d aqsuK 
II W rt.-> knight lalM the knight. 
U :'l..n)hoi>nttiikBBIhekiiigltt. 

11. W rha nwk'i |>tWD taku the pim. 
B I'he blihon relakca Iba piwa. 

13. W The quMii-iknksht'* pawn ooa mora. 

B Tha kliig'i biahap'a pawn inkcs tha pawa. 
H. W Tha quDBn'i knifbt'* [laon likea tha paws. 



iptt hia queGD'a Sc 



, pawn takea the queoa'a bialiop. 

19. W Tha pawn rotakei the pawn. 

B I'he knight it hii roak'a 4tb aquare. 
•0. W I'ha Eiihop at tha black king'a koigbt'i Ss 

B The knight at the white king'a bithon'a41h iqaua. 
tl. W The qnoen at bar biahop<a 2d .qusra. 

B The knighl ukea Ihe biihop la aiaiJ lbs nuta. 
U W Tlioqneanrctakea the knight. 

B 1'hii hiihop at liia kiog'i biihou'* 4th Huara. 
U. W The queen givaa check 

n Tn.ikiiinretirti. 
14. W 'Die kiiig'a knlght'a piwn one moTe. 

B The biihon likea the pawn. 
tS. W Tlie queen taKea the biBhop. 

U The i|>ieen at her king'* hishop'a Sd ariiiiira 
K. W The iiiieen'a rook M the black queea'a rook'i 



IS. W T^,oq<ic 


4lh<qi 


B The pawn 


B Tha king a 
IJ. W Tha king 


B I'bn king'a 




D The look 'a 



1 


^^^^^^^^ 
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B The qneen Uku (he qupen. 






tT. W Thequeen'sroollreliiJieBU.oqueeB. 








B Thekine'aroukililabiahop'B3dBqiara, 






S8 


W Tliek1iia.lhi.2d.quBre. 
B The quecD ■ rook's pawn Iwo steps. 






SB 


W. The queen's rook » the black kuig's Set Iqiim 
B The rook's pawn one mov«. 






SO 


W The rgok takes Iho pawn. 
B Tha rook's «»b one move. 
W Thoking'srookatiUquoBii'arooki squmre. 






31 








B The rook', pawn one ino'e. 






32 


W The rook si its kinu's M square. 
B The king's rook >t its bishop's 3d sqnm. 






S3 


W TI,e king at his qoeeo's 3d •quaro. 
B The rook gTies chock. 






Si 


W The kmg nt his 4ih »qonre. 
RTh,.,ook.?ke».heroor 






35 


W The king r^lakiislhe rook 
B The look It iiE qaeen'a rook's 3d M]uua. 






36 


W The king M his queen's 4ih square. 
B The king at his bishop's 2d square. 
W TheklDgathisqueen'ihishop'sSdMrun 






37 








B The rook gives check. 






38 


W ThD king al his queen's koisbt ■ «h «pm 
a The rook lakes the pawn. 






39 


W The rook takes Ihe pavn. 
8 The king at his 2d squnre. 






41 


W Thequeen'.liishop'ipiwnononep. 
a The king's knighC« pawn two steps. 
W Thf^rook at the black qneQO-srook'sSdsaiui« 






B Tlie fcma ot hi» queen ■» square. 




«. W The Eing et hi. black queoai koighf. *i 




■qua re. 






B The knlihi's pawn one moifl. 
U. W The tiing « the black, qneen-i biifaop'i M 










B The fuuk slvca check. 






44. W The p.ti> cover, the r:heck. 






B The pawn takes Ihe pawn. 






IS. W Tlio fjau-n cetakei the (xiwa. 






B T>ie king at hti home. 






IR. W The rook at the black hing^ koight'l U 




■ 


B lie look It its 3d iquars. 




1 


L 



I It ttie black qneeo'B blf-hop ■ U 
, ud ■flermnl piubing hii pawB) 
iathtguae. 



Ami Ot IttM mm qfthi Quan', CttMi 

la W The klni'i biihop'i pawn takv <ha p>«a 

B Tho knighL Inke* iht king'i pa-n. 
II. W Tho knigbl rolake* Ihe kniiU 

B Tho queen givei check. 
la. W The knighl al hi* king'i knight'i 3d ndir*. 

B ThoQucen^ bubop it the wLite kiig'a L.i(^i^l 
.Jlhaquare. _ . . _ 



M. W Thcki 
B Tho queen lakca llie knisht a 

15. W Thekingaihiaquccn'a3d 
B The nuccn'i kniglit al liii que 

16. W The rook Ukui tne coek. ( 
B The rook retakea Iho rook. 

IT^ W The (juocn ii her king'i 



I'a 2d iqnara. 



IT. W The nuocn ii her king'i Bquare. 
B The mak at the whilD king'i biihop'l Sd iq 



a Ad; thing f mi coujd have pJayed ci 



b IDnlieuofplaylni 
king, tiM adreFiarT hai 
taia rook ■( youi king'i 

t Had you taken 



heck wiih hii queen ■< lou.' iiueeii'ii inin 
wie by laJtmg vour rook (ne tollowing ni< 



CBRS8. 3SS 

1 Tnd •/(SHriitr Iht nxtyfaur Smara oflhi Boari 

bf lilt Knighl at u Rumy Mam. 

Place Ihc knighi on Hn. K. nnd move >l In ine follow 

iDsarder:~£3, 40. 55 01.51,51,42.35. 10.4, 14. M, 

59, Sfi. 62. SJ. 6B. 41. 96, 9. 3. 13. T. Si, 32. 47. 64, 54, 

60, 60. 33, IB. I, II. S. 15. Si. 6. 16. 3], 48, 63. 53. 59, 
49. 34. 1 7. 2, 13. 3T, 44. 38, 38, 43, 37, W, 35, 45, W^ 
36. 19, 29, lad 46. 



Two Peniin 


had anKiftcd io nich il«p pky, IhU 












uke. Thg pmg w» cariieri on unlii 






been check niaieii by hit titwaij't 








ibOTB, cried oiil Io hei huibinil in a 


mict of (icipii 


"lo uctiGce Ml canleand »•< hi* 








I9.~Bruk K. 3. q. IS. C. 7 ind 50. 




Black K. !■. Vihaa V. lo 11, gliriiv 







piac* i) takn, ud Ihia f 



^^^^ 


1 


1 


Ui CHKM. 




B The mok gi»m cbeck il Ihe nhile king", W 


^1 




■hnp'i Jd iqumre. 
». W The kins « W- quo^n-i hUhop". 3d «,w« 










B The rook tak« Ihe pa.wn. 






S9. W The rogk'. plwa t-»o ttcps. t 






B The klng'» knigM's pawn one ite^ 






40. W Th«r<wk'ipawiionon.D.B. 






B Tho knighfi pExwn one nioTO. 






41. W TherDokiliUking'ticiuare. 






B The kniEhl'i bawn one Bioie. 






«. W The took al iu kmg's koight'i •qnua. 






B The rook Ei>ei check. 






43. W Thokrngalhi»que«n'8b:ihop'B4th«nur«. 






B The rook ol the while king'i kuighl*. SJ *(|uu«. 






44. W The took'i pawn one move. 






B The rook at ila kniuh I'n 2d aquue. 






4S. W Tho king ukeaifiepnwn. 






B The fook'a pawn one move. 






46. W The king al the black queea* kid|hl-| M 






aquniB. 






B The rook'* pawn one mo.8. 






4T. W The rook'a pawn oiie move. 






B The took takea the pawn. J 






48. W The look lakca Ihc pawn, m 






B The rook al (ho king'. took'iSd mmia. 






49. W The pawn two alep* 






B The pawn one atop. 
U. W TherookBliti^ing'amok'aSdnwa. 










B The king at hi. knighf. 2d aqu»«. 






Bl. W Tho pawn onemova. 




I 


B The king'* at hit knight 3d iqnate. 


1 


k If, inaiead of puihiiig Ihia pawn, jou had uket 




hia pawn wiib your look. you had loal the game; b» 






CBUBc your king wouJd have hinilered your louk from 






coming in time K. ainp .he paisage of nil koighl'i pawn. 




^^v 


Thi. may be aee» by flaying, oyer the aame mo.... 


^H 


^H 


J If ha did not lake your pawn, you muet have Ukeo 


^1 


^H 


Ua; and ibat would have Riven jou the game. 


^1 


^H 


inTnui,if in<tendoriakinghiipa«D,70ubadtaba 


^1 


1 


Ui riMk, you bad loil Ibo gaioe. 


1 


L J 
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d W The ki 


g kt the 


black qucen'i bisbop't 3d 


B The k?n " 


thliknieht-a4:haqasr«. 11 


fiS. WThepiwnodemo 


•e. 


B The king 


t the whi 


o king's kl>ighf.4LhMlIiaM. 


S4. W Th« pa 


«i,«l..ncel. - II 


B The rook 


take* Ih 


pawn, and playing aflei- 


irard 


hit king 


pnn (ho rook, it ■■ a diaw« 


Biuao 


becauae 






ntUT B 


iCK OIUG. 


FVonUclUrdmov 


o/tht QtuaU Oambil 


3. W The ki 


g'. piiwn 




B The kiBg' 


biaKnp'. 
g'a bishop 


lawn two atepj. <• 


4. W The kin 




B The king' 






6. W The kin 


g°. bisho] 


* pawn one movo. 


B The king' 


knight a 


hia liishdp-a 3d squan. h 


6. W The qu 


eca-7knig 


It at hi« bishop's 3d aquan 


B The queen 


■ biahop^ 


pawn two steps, t 


T. W The ki 


g'a knigh 


al his king's 2d square. 


B The queo 


"akaigbt 


at his bishop's 3d squiuo. 


•- W The kill 


l^M\p 






awn two Blepa. d 


9. W The qu 


an'i paw 


takexhepaV. 


a Moling Ih 


pa»n>n 


uil convince you thai il hid 


been bene, .o p 




nt's pawn iwo sicps. beeauat 


his paivn ohilru 




unoryouf king's and queen-) 


pawns ID hunt 






b He playe 


i. knigW 


10 hinder your kitig'i ud 


fjer!n-i pawn 


laoi unill 


t 


( Thi> H pushed wilh 


he same design. 


i H. p1.T< ih 


ipawnio 


p,»hihaiorhisking.hi.hap 


"P" J^"' """e 


a pawn i 


cBse of need, whieh weM 


praduce BO en. 




on of youf bail pawns. 


( If jou had 


advanee 


ynut own innaad of [akiii| 


thiipiwn, ihBB 


versa ry v 


ou]d then haca attacked ywi 


king^i biiuip H 


ilh his quoan-i kuighi, foreinf jou W 1 1 






W 



TIIE LAWS OF CRICKET. 

Tbb ImU tlKrald w«vh not less thao five ounces ■■ J 
A hmlf, nor more than five ounces and three quarters^ 

The bull cannot be changed during the {ame, wtt> 
out the consent of both parties. 

The bat muK not exceed four inches and one q«u^ 
ler in the widest part. 

The stumps must be twenty- two inches higb« ud tkt 
ball six inches long. 

The bowling crease must be in a line with the stnnpa 
three feet in length, with a return crease. 

The popping crease must b* three feet ten inches fioni 
the wickets ; and the wirkets ;nu9t be opposite to 
other, at twenty two yards distance. 

The party which goes from home shall have the ( 
of the innings and pitchings of the wickers, which shall 
be pitched within thirty yards of a centre fixed by the 
adversaries. 

When the parties meet at a third place, the bo w l ef 
shall toss up for the pitching of the first wicket, and th« 
choice of going in. 

Neither party can aher the ground during the match 
without consent of the other, either by moving, cover- 
inc. rolling, or beating it 

The ball must be delivered by tbe bowler with on* 
foot behind the hoivlmg- crease, and withm tbe return- 
crease ; and he must bowl four balls before he changes 
wickets, which he shall do but once in the same innings. 

He may order the striker at his wicket to stand on 
which side of it he pleases 

The striker is out if the bail is bowled oft, or tna 
■tump bowled out of the ground. 

Or when the ball, from a stroke over or under his 
oat, or upon his hands (but not wrists) is held before it. 
touches the gr )und, r hough it be hugged to the body o# 
the catchei. 



tMI CBICKKT* 

When Ua umpires thall call Play, the pa/ty theo rafli 
r.nc to play, loses the match. 

They are the - le ludges of fair and unfair play, and 
aU disputes shall be ''^* r mined by them. 

When a strt&er « uri, they are to alloir anotber 10 
some in, and the purs-^n hurt shall have his baoda ia 
any part of that innings. 

They are not to order a player out, unlen when tp 
pealed to by the adversaries. 

But if the bowler*8 foot is not behind the howling- 
crease, and within the returnini; crease, when he deli- 
vers the ball, the umpire, unasked, must call Ab btUL 

If the strikers run a short notch, the umpire mufl 
call JCo notch. 

When a ball is caught, no notch to be reckoned. 

When a striker is run out, the notch running for ia 
not to be reckoned. 

BETTING. 

If the notches of one player are laid agahast anothei; 
the bet depends on both the innings, unless otberwiit 
specified. 

If one party beats the other in one innings, the notcbM 
in the first innings shall decide the beC 

But if the other party goes in a second time, tiien tbi 
oat roust be determined by the numben no tbt 



■^^^ 


n 


1 
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Thcwe persmi who i...agti>e [hat in h..ldiiig ihg ma» 






oc cue pprpeniliculari;y, llisre >a do puraibiliry ol 






making a foul iltalii. Jnbnur under a grenl i-iiiiuJib; 












four inches, one eighth of Ihia ii enpoHcl u> (lis 






■liding ol <!.< .n.c. or cue, nt .uhj«.eS ,n be purii- 






«d brwenl a h.lf an inch wLUion. .etrBciing ilw 






played-wilh ilicii Tionn il: m Ihal Uie luIJi u«ina 






BTBO Kpataigd ftom tach niher ■ hiiir aii iticn. ii 






ii noionly poaaihle, but if suuck lu a diiaiary n.au- 












13. ir Ihe Uiiker'i hall toiichei anolbsv hn <-4i.not 






Miike uithdul iKakmg a fuul ctruke. 


















place ihe ball or ballg » .lo'pc J.whe,^ >- nl'-iH.-a 












wa« running rtirtcily for either of ihn Knie,, It ., zm-ti- 






dered a> hoJed, and he loses as many pomit a> i> itme- 


















U Ihe Milker in acnaliaryrase rrom Ihafoieeoine rula. 






15. ir one of Ihe while balls being in hand the other 






■houM be inside of the lino that tuns par-llel »ith the 






■triniini'nsili.iliicalledabBulk: and ihe petBOn whnia 






ball is nff the tahle, eaiii.oL play witnin il. without back- 












16. A line ball, or the centre of a ball laying on Iha 




^H 


baulk. 

IT. ir the itriker in playing with the ivronc ball 




^H 












in Ihe haulk, hi ioses nothing, the red ball or balli are 




^H 


placed on Iheit original tpnia, and hit opponent inuri 
K. If in making a fool ilroke Ihe sirikei n.a):ei 01 




^^H 






leavea a baulk, tha red ball oi balli mu>i be replaced in 






Iheir original position. 












hitcDntidereda.hnled. 






ao. irihe sl-ike. ffirces eithei or all Ihe balle over 






Ihfl cobhinn.il counts nnihlng: hut iriiviheumesiroka 






be I.oIes his own. nr fniCM it n.ei the cuthion, then all 




1 


Ifae bsllt 1 ver ate ■ visidered hi haled. 




1 







BIIJ.IAKD8. 



31. Fo>ch>t eilher of ih 



D don not pnfcst iba niikn bam 



D fMtoff tbalaat 



it. Adj ptraaa pla; inc al ■ toll w 



x^ed lo by 'he pi 



U>*/ undcnluid ih< n. 



■nd Uw majotiiir iball rii 



■in'tl pJBjr, and lUike 



ikmg B can 



iwo while bulls . 



30 Pl.ym|. on Th> whitB, n.gk'mf 
31. Pl«y 

3!. Playmgnnther 

inE'heieHBnii J-nurownDBIIB . . . , 
33. PlBymeatiiiin«r,ii>akingKcairoiii,2Dd holitii 

alllheballi 

At Ilit rcfnaining- nilu, Kt Ml ^Hilimuiarv anic 
THE FRE\CH FOLLOWING GAME. 
In ihe otiein»l F.ench 



[h«, 



pBiI aC Ibo 
lilege of pJaji 



:,. plBJ. 



. il>e iirlker •is; 
-ilhoulinarrup. 
'IDE gBint 
I Hnd IWD nhitB 

iuB, pro- 



niB<1< 



T. Tbe winning! in ihii gimB are preciMi 
ihine In ihe En^liib giimB i but ihirc is no r 
Ducbing Ibe playcd-at ball fiin, in arder Id 

a Miisingbmh balls 

9. Mifsing IkiiIi hBll! Hnr^ holing voura 

10. HnlingyoiiraHniifi'lIiBwhlLsbBll 

11. Do. red 

la. Hotine holh nrhiiB bal! 

13. Hnling Iha reri and your owp ball . 

It Holinn Ihree bnllt 

IS Playing at <ilb.rn,Bkine.uriom, an 



BlLLtjtnDS. 



Fhr (hi rtmainaig rulu, H« ilu frtli/niiutry arliela. 

THE WINMNO AND LOSIMU GAME. 

Thai pnpondgrance which fanni(hep«uli>rcharac- 
Mrltlie ur Ih* picMfling gaiciri ii in ihii aluiMt eniiiclr 



ivid*d iha •Inker be bi 



■y at Iha hatli viihoui mercy, I 
• Ajij of hii sengeful ■ 



la Uu ■ iiepiJCDl 



I. Thii|[aine)>|en«nllT played wllh Ihree l>illt,or 
t The red bell' ii loiei.ablj placed al the fliiianc 



iHhle, of ■bnul 18 Inchet 



II iba linker faicec si 



ir, or lulb belli orer Ibt 
'n ball nvsr Ihecuihkm, 



■ccoriling la which ball he pla^ad oi 



</-(A. Fr,ndi/,Jlov,me G™. 






the Sd, 4rA, and Sl\ ard'du 





8. Ho 

9. Do 

10. Hoi 

11. Hoi 
13. Hoi 

13. Pln> 

It Pl« 

IS Plav 

i. 

16. Pl.y 

IT. P1«y 

la. Pii 

19. M.: 

20. M«l 

21. Mah 
Si Mak 

13. Pi«: 
atPia: 

M. PI.] 

SS. PlB] 

at. Pill! 

IB. PlB< 

31. Ml> 
SI. Mis 

To 
For Ihe 
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■^ypurownoffiht white 
igyourouDoirihe red ba 
ng en lh« whiis. holing 1 


ball . 
J . . 
and you 


Jw^ 


ng on <h« ted, holing iha 

wnball 

-g on 0.B while, hol,og.h 

111 

ngDnlh«>sl).hotin«ilan 
ng on ihewhilsand holing 
ognnihared, and holing 


vhiteandyout 
end and j™; 

ineihreeball) 
Ihelhteeoalli 
boihballawilh 


ng . crrom, and holing 
ng a c..m.n. and holrng 

ng on ihe whi». making 
n^on lh> «d, Liaking' 


he red h 
be while 


ball 
and 
and 


ng on Ihe whiw, mikine 
ling Ihe I»o while b-lla 
ng OB the ted, making 
hng the i-o white bell> 
ng on Ihe wtiile. mekin^ 
hng Ihe white anil ted ba 
ng on the «hi<.. making 
ling the IhrM b>11s . . 
on Ihe white, making 
ling Ihe lhr« balli . 
eg on the red^makLoi 


atuitton. 


and 


oarrom 


and 


!■ . . 
eartom 


and 
and' 
and 
and 


u.™«. 






„|all,«.ball,..t,dholln 
rcing it over tlie cushion 

nglhalGUiaodSOlb. 


jouto* 


b.« 


liminatj 


anicl 





•»70 



BILLIARDS. 



THE REVOLUTION, OR FOUR-BALL GAME. 

This !• very properly styled the Revolution game, H 
r*ttng subject to as many different vicissitudes ai that 
monster of changes is susceptible of. 

1. This game is played with two red and two whita 
balls, and 31 points constitute the ^me. 

2. The two red balls are plawed at each end of tha 
table, in the middle of each line, and the striker may 
place his ball on any part of the upper line, provided 
cbe centre of the ball be on it. 

. The striker must lend iis i^.H beyond the lowar 
*ed. and his opponent must play d it. 

4. If the leader's ball should repass (he lower red ball, 
h must remain, and hia opponent must play at it. 

5. It tht leader moves a i-.i ball the first stroke, it 
must he replaced, and his ball remains, as also in case 
his opponent moves a red ball without previously touch- 
ing the white. 

6. In a four-handed match every ball holed is a hand 
out. 

For the further rules, see the 3d and 4th articles of 
the French followhig Game. 



WXHNniOI. 

7. Holing the white ball •••••••• 

8. Holing a red hall ....••••• 

9. Holing the white and a red ball • • • • • 

10. Holing the two red ball 

11. Holing the three balls 

12. Making a carrom on the white and a red ball 

13. Making a carrom on the two red balls • • 

14. Making a carrom on all the balls .... 

15. Making a carrom on the white and a red ball, 

and holing the white • 

16. Making a carrom on the white and a red ball, 

and holing the red * 

17. Making a carrom on the two red balls, and 

holing the white 

18. Making a carrom on the two red balls, and 

holing a red 

I9L Making a carrom on all the balls, and holing 
the white • • • • ... 
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SO. Makii^ a c».>n... on nil ihe balls, and hnni.g 




81. Milking a cB.mni on ilw while and ■ red ball* 








C Making ■cnrrnm an Ihe whiieand a nd,ind 




hdmg ma .*u red balli ...-., 1 




3S. Making a oa.cu,.. oo iha [»o red ballt. mJ 




hnling biilh f 




H. Makii>g ■ camfli nn all Ibe balli, and holing 




■ he Willie and a .od )0 




SI Making e ceirom on all Ihe balls, and holing 




'he i*o red ' 11 




IS. Making a carnini on all the balli. and boling 




ihaa. 13 








87. MiMing all ihe batli l 




3S. Mis!iiig all Ihe balli. and hnling your own 9 




83. Hnhng your nwnnffihe.hiie ball ... 8 




30. Holing yoi>i nwn ,.a a rad ball .... 3 




In every oilier cace, a penoii holing hiniHir Idicb si 












Ihal Ibe linker, in making a oarrnni on a nn and Iha 




white liall, and holei hit o«n. only loKiiwDpoinu. noi- 




wilhHanriini he uruck Iha red ball GrU. 








THE GAME OF POOL 












be found inefflcieiil lowaida producing ihat crilerion by 




■hidi a nniesiei can ba prevenied froin lakinE Ihon 




MJvaniaKe. ». p«:uli.T lo tm en.rac.er 




1. Thu game i( plaved by an IndeBnite number ol 




perinna. who all have Iheir leieral balli. but any num- 




ber eirecding IweWf causp. c»nru»nn. 




i The balli ere numbared fr-m 1, S. 4r, lo the full 




number of playeri; and aflei being allngeiher put inio 








to each person. 







B1L).IAJIIIS. 



houl bciHE in 
'. Nu.<<t«r3 I 



n gBMrallv pl.«ri * 

lo hi! nppnnsnl fof ev. 
peisnn hM h» bill, 
IM midrils pocket, mnd 1 
irked in can hg Kolas 
iiual plajr ii pomher 1, 



in.wir. 



marked oiica. Nui>.beF a then' inkra up )>ii OrII. and 
muii lead ■■ in ti.e pnctding articJe, and the Muwing 
oucTibenplaronintotallon. 

B. He who is markrd (nur limes » oui. 

9. Each [lenon fenerally crnitrihiitea a cBrialu mm, 
■nd in who keepi ihe lain|ei( fnxn twing inatkeri four 



■nd lia who keepi ihe loi 
timet, n emiileil la all. 



1. The .1 



riabiy play >l 



13. |[ a ball i> played 
■Imke ia ^ond, but evDiy 
prBvi,.u> in It. 

13. HewhoplaiawlLh 



..Ighllcme. 
l"ard''"v"B^.i'kVl'to"B*'b«' 



pothiiie ae;amu ineti 

14. He n hi) miun !n> playai hi 
payi B lickei la (lie ball iw 






IS. Ifiheari 


er.ii.mii!mg<hepla«daiha]l 




baulk, it mud be refiiacad. 


16 Than 11 


olbnlniokeinlh'Eeamt^. 


11. He thai 


mtiMS ine p1av«d a< 1*11 a gniT 
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tnd the striker*! within it masked hy one or more of the 
others, the marker must remove the masking hallt, and 
replace them immediately after the stroke. 

19. Any person playing before his turn, without be- 
ing directed to do so, by either of the players, must be 
marked once, take up his ball, and pay a ticket to the 
Dumber he played at. 

31. If the striker forces either of the other balls awm 
die cushion, it counts nothing. 

The original rule is, that a ball forced ow^t tht 
cushion, shall be marked once ; but this rule was innl- 
tuted by cue players, by whom, in certain positions, it 
IS easily accomplished, and the deficiency of the mace- 
player in this point was never brought into view ; to 
that in adhering to this custom, we shall continue to 
give the cue player an equalised advantage, and there- 
inns we thought proper to advise from it 

For the remaining rules, see the 4th, 5th , 6th, 7th, 16th, 
19th, 22d, 23d, 24th 26th, 27th of L^ preliminttry 
erticlet 

t2 



I 
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THE GAME OP TENNIS 

A TMifiii (oriT If K0fiert!ly in length onMCj-iiz m 
tfinaiy Mv«n fMit, by ihirtjrthrM or four in breadtta. A 
fliHi Uf nut h»fif(i hcrOM th« niidnlc. over wbicb the ' 
miiM \m Mriirk. lo nieke any stroke good. At me 
Ireiir^ of e lennii c<»urt there it • long covered pei 
before you enter (he dedans, tnet is, a kind of front gaUery 
where fi|iec,iii(orB UBimlly itaiid ; into which wheaever 
a hull !■ mriirk. it imIIi for a certain stroke. This kiof 
IMMege or gHllery is divided into different apartn>eot% 
which are cMlInd giitlf^ries, vii. from the line towards 
the dmlMiiN, are ihe first gHllery door, second gallery, 
and the iMHt Kallfiry: which is called the service side, 
■■'ro'ii the lindHiis to the last ^AWery are the figures 1, S, 
9, 4, It, fl, enr.h ni i yard d*stauce, marking the chacea, 
oite of thfi inoMi «MM!nt:«t parts of this game. On the 
oihitr Mills of th« line are also the first gallery, door, 
second KHilrry. and last gallery, which is caMed the ha- 
■ard mdn i tivery hall struck into the last gallery on thit 
sids rrckons for a certain stroke, the same as into the 
dedans. Hftw«f*n the s*xon(l and this last f^Hery are 
thn fiKiituN 1, '2, to mark the chMceH on the haxard-sida 
Ox ai ihiN loiiK KHllery is a covennft called the pent houstt, 
(III which tlin ImII is plnyttd from the service side to be* 
gin a s«il nf ifiiris, and if thfi player fails striking the 
ball (Ml an to rehound from thfi pfliit*honse) over a car- 
tain line on thn vrrvicesidd, it is reckoned a fault; two 
of them aie counted for a stroke. If the hall rolls 
round th(« pnnt house, an thtt opposite side of the court, 
to as to fall Iwyond a particular d«M:ribed line, it it 
called pasHe, K'leii for nothing, and the player on eitbei 
■Ide must serve again. 

On (ha riKJit-hnnd side of the court from the dedani, 
■ part of the wall projects moie than the /est, in ordet 
lo make a vnriety in the stroke, and render it more diffi> 
cult to he raturned by the adiersary, and is called the 
Umbouri the grill is the last thing on (be right hand 
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Brnrf! and Dianondt. 


^daa^CluU. 


FUe. Kni.y«. 






Aea or Heartu 




Anot Spidai Di ClDlii. 


King, QoMn. 


KlBB, Qneeo. 


Ten, Nln* 


Two, Tbr«, 


Blgbt, Sewa. 


Fonr, SI.. 




Beven, Eight 
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FIVE AND TEN. 



And the following is their order when not tnuipf t 



Bnrls and Dianumdt, 

King, Qaeen« 
Knave, Ten. 



Mine, 
Seven, 
Five, 
Three, 
Ace of 



Eight 

Six. 

Foar. 

Two. 

Diamonds. 



J^padesand Clvibu 
Ace, King. 
Queen, Knave. 
Two, Three. 
Four, Five. 
Six, Seven. 
Eight, Nino. 
Ten. 



From the ahove lints It will he oheerved that the FIts It 
first, and the Knave second in order, when tmmps, and that 
(he Aoe of Hearts is always trumps, and ranks as the third 
hest card. These three cards have the privilege of revoking, 
when it suits the holder of them to do so; hut if the Five 
he led, the holder of the Knave or Aoe must play it, if he 
has not another trump to play, and the Ace unguarded 
must in like manner be played if the Knave be led, — the 
superior card always forcing the inferior. The Ace of Di»« 
monds, which is fourth in order when that suit is trumps, 
is the lowest when not trumps; and the usual rank of the 
inferior cards is rcversi*d in the black suits, the two being 
above the three, the three above the four, and so^on, the 
ten ranking lowest, whether trumps or not. 

MODE OF PLAYING. 

The parties having cut for deal, which the lowest Five 
and Ten card wins, and each having deposited an equal 
stake, the cards are cut, and five dealt to each player, by 
twos and threes, the next c:ird being turned up for trumps. 
If the elder hand has a certain Five, that is to say, if he 
holds three cards which which will each take a trick, he 
ought to play them, as there is a great probability, if hia 
two remaining cards are tolerable, that he may get the 
whole five, and thus win a double stake. But if he holda 
only indifferent cards, the best method is to throw the lead 
into his opponflnt's hand by playing an inferior card, in the 
hope of regaining it at the third trick, which is the critical 
stage of the game ; and as three tricks constitute a Five 
equally as four, it is reckoned better play to reserve the 
bent cards till the third trick, than to risk the game by ea- 
gerness to secure the two first. 

If the party consists of four, they play in two partner 
ships, which are determined by cutting the cards, the two 
lowest playing against the two highest, or by agreement 
among the parties. The maxims at Whist relative to lead- 
ing and how to play when your partner leads will in gene- 
ral be found of considerable use here. 

When three play at this game, it is still necessary that 
one of them should win the three tricks in order to make a 
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WitB, M the stakes mast remain for the next game if two ol 
Ihe players get two tricks each, and the other one. If the 
cards you hold do not entitle you to expect to make the Five 

Sourself, the otiject should he to ppoil it, or to prevent ita 
eing made at all, hy thwarting that player who appear! 
most likely to obtain it. If a Ten is made, the two losen 
must each pay another stake to the winner, in addition to 
the three deposited ; but it is sometimes agreed to dispense 
with this, and not to allow Tens when the game is played 
by three. 
Each player must follow suit when he can, vnder the 

Snalty of forfeiting his stake, except in the case of the 
ree best trump cuds, ris: the Five and KnaTe and the 
Ace of Hearts, each of which are pririleged to renounce, 
under the exception stated above; hut it& not incumbent 
on any one to take a trick unless he chooses, if he conform! 
to the above regulation. 

If the turn-up card is an ace, the dealer must take it into 
his hand, throwing out a card in lieu of it; and if either of 
the players hold the Ace of the trump suit, he must take 
in the turn-up card before he plays, or if he does not choose 
to take it in, must turn it down, in order to show that he 
holds the Ace, — both under penalty of forfeiting his stake. 

Where the game is strictly played, the person who mie- 
leads, or who departs firom the order with which the game 
begun, of dealing either the three or the two eards fira^ 
forfeits his stake. 
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CATCH THE TEN, 

80MBTIMES OALLBD SOOTS' WHISll. 

This is a ISkTorite game In Edinburgh and other parts of 
Scotland, though we believe it is not much known in the 
sister kingdom. It may be played by from two to eight per^ 
sons, with 36 cards, the small cards of each suit, vli : the 
2, 8, 4, and 6, being thrown out; and if necessary for an 
equal division of the cards, one or two of the sixes. If the 
rarty conoists of 2, 8, 6, or 7, each plays on his own account 
When two play, three hands are desit for each player, tli^-> 
irst two hands from the top of the padc, then other two 
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MODB OF PLATINO. 
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right dealei takee them ; if the error is dlmorered after the 
trump is tamed, but before the parties haTe played or dis- 
carded, then the cards are to be put in reserve for the next 
hand, and the proper dealer goes on with the other paclc : 
should the discovery, however, not he made till after the 
parties haye played or discarded, then the deal is to be held 
good. 

10. If the dealer shows more than one card in turning up 
fbr trump, the adversary may either demand that the 
eleventh card be the trump, and put the others shown to 
the bottom of the pack, or call a new deal. 

11. The player who, under any pretence, looks OTer hit 
•dTersary's cards, or the discard, must play out the hand 
with his own cards expo8ed. 

12. Any one playing with more than Ato cards in his 
band, loses a point, and cannot score the king if he has it. 

13. If one party play without previously naming the suit, 
or play a suit different from the one named, he must (if the 
other party require it) take up his card and play the suit 
named; but if the adversary judges the card played to ho 
more fkvorable for him than the suit named, he covers it, 
and then it cannot be recalled. 

14. A card played out of turn may be taken up, if not 
played to ; but if covered by the adversary's card it must 
remain. 

15. A card falling accidentally f^om the hand upon the 
table, is considered to be playfd if it partly covers or is 
partly covered by the adversary's card, but not otherwiee. 

16. If it is discovered that a revoke has been made—that 
a party has refused to take a trick when he had a winning 
card, each must take up his cards and play the hand over 
again : if the offender wins the to^ or five tricks, he is al- 
lowed to score only one point; and if he gains the point 
only, cannot score it at all. 

17. If a player throws down his hand, either f^om mis- 
take or want of temper, and the cards get mixed, the ad* 
Tersaay scores two points. 

18. The player who quits the game before it is finished, 
loses it; but if any bets are depending, the adversary is 
obliged to play it out with any of the by-standers in the in- 
terest of the betters. 

19. Lookers on have a right to interfere and point out any 
errors in the play, which if intentional would be unfair, 
such as taking up and scoring an adversary's trick, revok- 
ing, &c. The person who bets en any player is permitted 
to advise him in his game. 

20. Bets must be renewed every game, if meant to ho 
continued: and those made on condition of revenge are 
binding only against the winner, the loser not being obliged 
to continue bis bet. 

Any case occurring, not embracel by these r^^lationslt 
ta be decided against th^ player who has committed » fiiult. 
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EUCHRE, 
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On Leads, 

Wben you hold the oommandlng cards, they shoald he 
led, but If you are only strong enoqgh to Heoure your point, 
tide cards should be used; put the lowest on your partner's 
lead, if it he a commanding card ; the highest on your ad- 
Tersary's. Never suffer a trick to pass if you are strong 
enough to secure it. Should your partner have the right 
bower turned, lead a small trump ; by so doing yoo weakea 
your adversary's hand. 
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POKER, OR "BLUFF," 

Depends more on hazard than any other game played 
with cards, as it is not always the ease that the best hand if 
the winning one; for if an adversary risks more money 
than you think your hand would Justify yon in doing, h« 
wins, although he may have an inferior hand to yours in 
point of worth ; whence the game is termed as aboye. It 
is played by a fiill pack of cardSi and by any number of 
persons under ten. 

On Dealing, 

Tn commencing the game, the cards are dealt one to eaoh 
player, the lowest card designating the dealer. In case a 
tie occurs, it is decided by another deal ; the ace being the 
lowest card, the deuce next, Ac The dealer commences on 
his left, and gives "one" at a time, until each player receives 
**five cards," being the number required. It is at the option 
of a player either to accept or reject a faced card ; in case 
the latter, it is placed at the bottom of the pack, and the 
card following the one fiu»d'is given him. In case of a 
miRdeal, the "pool" is doubled, each player putting up an 
•dditioiud stake, the deal going to the next one on the left 

On Betting, 

An equal stake is deposited in the "pool," which lies in 
the middle of the table, by each of the parties, who play on 
their own account. ''Counters" or "chips" are generally 
used, the valuation of which must be egroed upon on com- 
mencing ; and should no limitation be restricted to in be^ 
ting, he that puts the largest number of "chips" in the 
pool, or bets on his hand the highest, is entitled to all that 
Is up, unless met by an adversary, in which case an equal 
amount must be put ui the better hand of course winning. 
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Should one of the party over-reaoh the amount that is ia 
poaaession of an adversary, a " tighP* may be demanded. 

PrmUumt are occasionally played, the amount dedded 
upon at commencement of the game. A ** flush" being the 
lowest hand to which a holder is entitled, next a " full," all 
the foura beginning at " deuces," and ending with ** four 



n 



Value qf Oardt, 

One PaUr. — ^Two cards of any color being of equal Talu»« 
thus, two deuces the lowest pair, two aces the highest fdngl« 
pair. 

Two Bair is the next in Talue to a single pair of aces, 
deuces and trays being the lowest, kings and aces the 
highest two pair. 

Threti of equal yalue, rank next to the two highest pair 
Three deuces beat aces and kings. 

A ^tuhy or ** five cards" of the same suit, then follows, 
heating three aoes. Should two " flushes" come together, it 
is decided by the one havin g the highest cards. 

FuU Hand, consists of three of equal Talue, and one 
•ingle pair — thus, three deuces and two trays beat a 
« flush." 

'^nir -of equal value is the last combination. Deuces, 
four of which beat a *' full," and rank next in value. The 
only two certain winning hands are four kings with an ace, 
and four aces ; the fortunate holder of either of these can 
rest easy in regard to a certainty of getting whatever 
amount he should stake, together with his adversary's. 

Should two or more hands come together of equal value 
in pairs, the better hand is decided by the highest side 
eards. 

Explanation of Terms* 

Pzjs.— The person on the left of the dealer having the 
first privilege either to put a certain sum in the pool or 
pass his hand, and so on in rotation to the dealer, should 
all decline betting the hands are thrown up, making a 
** dcfuhU head," the one on the left taking the deaL 

OaVU — When an adversary wishes to meet the amount 
put in the pool by any one preceding him, this term is used. 

Run Over, — Should you wish to bet more or " bluff" off 
your adversary. 

Sight. — Not having funds enough to meet the stake put 
in the pool, entitles you to see an adversary's hand for such 
an amount as you have. 

Double Head, — Should no one enter for the pool, the stakes 
•re doubled, the deal passing to the lefL 

TrebUe Head. — When the cards have been twice dealt, and 
no bets for the pool, Ac, the pool always belonging to the 
hoard until a bet is made. 
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ABCHERT 



TIm next thhifc to be eoniUered is Um ^IttniOaiL,^ vUik 
•f eoane mart depend on tbe stTength of the trm of Um 
ardier, tbe distance, tbe pover of tbe bow.' Ae^ and whkh 
«en only be eeqnired by practice. Tbirty yards are eonjdd- 
•red a point-Uank raofse : bot if tbe bov be weak, a trifling 
•leration mart be allowed. Tbe direction and tlie force of 
tbe wind require tbe nioert eonsideratioa in ordtf to calc»> 
late the allowance to be made for that element, and likewiee 
▼onr footing, by which yon may ooanteract its effscte. Tbos 
It will be felt that precept alona will never form an ardier; 
and that profidency in the use of tbe weapon is only to be 
acquired by early training and practice, baaed upon aonnd 
mathematieal theory. 

There are six different kinds of shooting with tbe long 
bow, Tis : roring. boyle shooting, flight shooting, butt shoot- 
faig. target shooting, and dont Shooting. 

Target shooting being that which is most in Togne with 
oar modem tozopbolites. we shall eonflme our obeerraiicms 
woiMj to that tmiadi of archery. 

Ibrgtl ShocUng. 

Modem targets are made of oil-cloths diTided into colored 
circles. Centre gold, then red. and tbe third white (inner 
white), the fourth black, and the exterior circles (the outer 
white). All beyond the last division is named the pettl> 
eoat : the target is sewed upon a boss of straw, twisted as 
for bee-hiTes. . 

Order of the Game, 

In ordinary shooting, (»1or stamps no particular Talna 
upon the hit, but every mt in any color counts one. At 
otiier times, as in prize shooting, the first shot in tbe goldy 
or the nearest centre shot during the shooting, vn$u: and 
sometimes every color bears a proportionate value. Thus a 
shot in tbe gold counts 9, in tbe red 7. in the inner white 
6, in the black 3, and in the outer white 1. the extertor 
circle being nine times larger than the interior one, and the 
■ame proportion being obrarved in calculating the value of 
each circle. Tbe centre shot gives the title of captain, the 
second of lieutenant of the target; tbe greatest number of 
hits gives the title of captain, and the second lieutenant of 
the numbers. 

The modem target distance is one hundred yards, an- 
ciently it was much greater : in 1583 it was seven score and 
eight yards. At the Finsbury yearly meeting, the first tiial 
used to be at a distance of eleven score yards. And at every 
two or three trials it was reduced ten yards, until U 
reached eight score. The size of the target ought of coursa 
to vary in ratio to the distance ; at sixty yards its dimenc 

• Tbe freatMt elevation is 45 iegnt, bot wben tbis tboald begls 
mmat de|»«cd apon disUnee, leoftb, and iprinf of the bow. 
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lions shoald be two feet ; at eighty yards, three feet ; and 
at one hundred yards, foar feet in diameter. 

MuUi of the Game*, 

The Finsbury rule allowed an arrow to reckon in that 
ring broken or depressed near the centre; but in the toz 
opholite ground, an arrow when it divides two colors, 
reckons in the color &rthest from the centre. If in nie»> 
Buring a shoot, the difference is so small, that it cannot be 
decided, the competitor who wins the next best shot is the 
victor. 

If your arrow breaks, yon may measure Arom the 
nearest end that has wood and head, or wood and feather. 

If you have any mishap, as in nocking, Ac. if you can 
reach your arrow with your bow, you may shoot i^;ain. 

Arrows are weighed I7 troy w<»ight, three arrows make 
a pair. The mean length of the modern bow is fire feet 
nine inches, that of the shaft twenty-nine to twenty •seven 
inches. The following is the scale of weight of arrows m^ 
eording to distance :— 

8. d. B. d. 
At 30 yards ... about 6 to 
60 - - . 36to56 

1^{ • - . 80 to46 

Ohservt, That as arrows are weighed l)y the same weight 
as standard silver, five shillings troy wdght is termed ao 
arrow of five shillings. 

The above dimensions it will of course be felt are not 
arbitrary, as every one will use an lirrow the best suited to 
his strength, and the best adapted to the nature and power 
of his bow. 

Long after the bow was banished from the ranks of war 
In our European armies, it continued to be in this country 
a fashionable amusement of much value. But even as an 
amusement, till within the last twenty years, it had for a 
century past been little known. The archers' division of 
the artillery company in the south, and one or two soci^ 
ties in Lancashire and Cheshire, and the royal company of 
archers in Scotland, were for many years the sole support 
of the art in Qreat Britain. The last mentioned society waa 
founded in the reign of James the First. They still, on all 
occasions of a royal visit to Edinburgh, claim the privilege 
of forming the body-guard of the sovereign. Their unifbrm 
is tartan, lined with white, and trimmed with green ; a 
white sash with green tassels, and a blue bonnet with a St 
Andrew's eross and feather. This company includes a great 
proportion of Scottish nobility and gentry. 

Notwithstanding all that has been advanced to the con- 
Iraxyi the prqjectile power of the bow, it must be admitted 
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upon diapamionate oonsideration, is yastly inferioi t« ttie 
modem fir«lock. First, because it is impaired by the state 
of the atmosphere, in some states of which it cannot be 
applied with effect, moisture weakening the elasticity of the 
bow, and relaxing the string. Secondly, by the direction 
and intensity of the wind. Except in a very moderate 
wind, the best archer cannot shoot straight; and its boistei^ 
ous weather especially, with a slant of wind, the w<tapon is 
next to useless. But even in the most favorable state of the 
air, it is difficult to calculate the projectile force ot arrows ; 
in passing through the air they lose much mor« of their 
Telocity than a ball projected f^m a musket, beoAuse they 
have less density, and present a greater surface ; and, for 
the same reason, their deflection from the parapolic curve 
must also be greater, independently of the force and direo> 
Mon of the wind. Again, the range of a firelock is four 
times greater than that of a boW| and the impetus is also 
much more uniform. 

But even in modem warfare there are instances when the 
bow might be used with great effect. Many French officers, 
after the Russian campaign, bore testimony to the great 
utility of this weapon in cases of ambush, and desultory 
Burprise of small bodies of men, particularly at night.— > 
Again, in the defence of narrow streets, and in all cases 
where a multiplied fire rather than extent of range, is i^ 
quired, the bow might be still used with advantage ; and the 
importance of this consideration will be felt when the ra* 
pidity of the fire is recollected: and, moreover, that it 
might be used by women and children, who are generally 
terrified by the detonation and the recoil of fire-arms. The 
extraordinary feats of archery which we read of in the 
works of the military writers of antiquity and of the 
middle ages, are but too often considered as romantio 
fictions; and to this opinion we also were converts, until 
we witnessed the almost superhuman skill of the Indians 
of Brazil in the use of the bow, particularly the Botocudas, 
whose bows are eight feet long, and arrows six. However, 
one insuperable obstacle in modem times in imparting to 
the bow all the intensity of which it is susceptible, is, that 
the archer must be rendered physically adapted to it by 
training from early infancy. We hail, however, with plea> 
sure the revival of this old English sport ; of its oondu« 
dveness to health all medical writers speak in terms of the 
highest commendation ; it likewise powerfully develops the 
muscles, expands the chest, and imparts a firm and grac» 
ful carriage to the figure — recommendations which cannot 
fidl to render the sport a favorite with both sexes. 

Explancdion of same of the Terms used in Archery, 
Standinff, — ^The position of the archer. 
Notchiny.—ThB placing the arrow in the string. 
Holding. — ^The act of holding the string when drawn up 
Drauring,r-The act of drawing the string to the ear. 
.Xoonn^.— Letting go the string 
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C Th« marked lino on the allejs la the ntmoit UbU 
Allowed to players In advancing to deliver the ^IL 

tf. Should any dispate arise between players, the Market 
to be called as ampire, and his decision to be final. 

7. latching or lofting the balls is not permitted, and any 
player doing so (after notice) forfeits his game from that 
point. 



There are several other varieties of the game played io 
fhe United States, among which are the following : 

NINE BALL GAME, SOMETIMES GALLED BALTIMORE 

GAME. 

Any namher may Join in this ; each player has nine balla. 
He may play on nntil out, or rest on each band of three 
halls. Where two are engaged, the one making the least 
number of pins, pays for tixe game. 

This Is, however, often played as a match, in which case 
if five are rolling, the two highest are clear, the third pays 
half a game, and the two lowest each pay for a whole game. 
The same proportion is to be observed when the number of 
players is increased. Spare balla are counted in this as all 
others, except the Philadelpliia Game. 



MATCH GAME 

Is played leg and leg, as it is called. Any even number 
of persons may join, rolling againot the same number, three 
halls only to each. Two semi-circles are drawn on the 
board, fitcing outwards, in which the legs of the game are 
to be marked. 

The result of each hand of three balls is put down, until 
all are out, when the lowest party have one lej; marked 
against them. Thus: party A and party B are playing: the 
first make on all their balls, 65; the la«t, 50; party B loses 
one leg of the game. They roll again, when party B makes 
00, and party A 50 A here loses one lag ; the third rolling 
decides the game, by the lowest party paying. 

I have here suppoeed the game to be best out of three 
rollings, though this is optional with the player. I should 
prefer five legs to the game, the interest being much 
greater; and again many persons who are not constant 
players require two or three balls to be accustomed to 
them and the alleys. The price of this la double that of the 
Baltimore. 



PHILADELPHIA GAME. 

Nine halls to each player, spare balls not counted; ea<ft 
kaad roIlB out his nine balls, counting the actual nvonhar 



• 
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of pins down, and when all are down they are set np again* 
eontinuiag until the nine balls are out. An unskilful ball 
may sometimes, by striking out the head centre pin, make 
It no easy task to count a large number. 



WITHOUT THE CENTRE PIN. 

This is played by merely removing the head centre plo. 
As remarked in the Philadelphia Game, a good player 
only can make any large number, the ball often passinx 
through the opening thus made, without striking either of 
the pins. 



COCKED HAT 

Is played Toy placing three pins up ; the two quarter are 
outer, and the head centre pins. In mauy other games, 
strength and chance may sometimes do much for one, but 
In this skill only can be successf uL 



FOUR PIN GAME. 

The two quarter, the head and back centre pins, are 
placed on the alley the same as ** Cocked Hat,** with the ad- 
dition of the back centre pin. As in Cocked Hat, a poor 
player must always lose. 



TO LEAVE CENTRE PIN STANDING. 

A difficult game even for a skilful player. The object Is 
to make but nine pins, which counts one; a ten-strike, or 
where all the pins are down by three balls, counts nothing. 



BOSTON GAME. 

In this game the four back pins only are left standlne.— 
Three balls to each player. One pin out will oount six, Dot 
the whole five must be down to count ten. 



GAME FOR THE SMALLEST NIT&IBER. 

This Is a singular, but not less interesting game than any 
other played. 

In all the others the ol^ect is to make as many pins ei 
possible ■ in this to make as few. 

Thus the balls must all run off the end of tlio alley, M 
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niy can do tbiK, Three balli illoired wfa pUj«r. In ■ 
pmrt^ of twD or three the larRest namber oT plna paji) an 
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COtTNTraO OLD AND 3JKW. 

Thll tl ttnlj Bniletrtood if mndonal pla*"™. bo* "•*/ 
tn IflUned by m fen* momentA pnctlo od thebotrd. 

The pl&nm havlDR eocb dIdb balle, ibould tbe flnt baU 
bring the mime dowa, Inothn Kordibe ilen-atrlke, th< 
player Bill mark a double ehecfc Diatk ibo>e hUllnt com- 

Thua,--tbe plajer*! initial to tbe left of hli jimo 

—le. Thll la nuidi ailh e Btlli, 
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HORSK<RACINa. 

JN>vWv«V % W 4n»U »n >iU f W tW ly il ^ iM i* iMMl fcllT oA hmlL 
^ V^« ^M» iM^ iMA tM JfcilMiwat ftiMl ftMl ridkkg, if 

^ mk % W«i» «AiMMk(Mk IM« »Wt W im^ i*m»L ubIms at tht 
^Hma^ «Mm«(M^mi^ (MmA iw^ ««I«Ainm« »ImUI >• vMttT«d of ibttl 

^^x Wrtu WiMM «iir4(y >ihi%M iiwiwwil>t ^ •C^ •> '^ 

Au «miD4 Wm«^ % % % % • 1M pounds 

M\ \<>«gM«^ ^ « « « • 121 ** 

fiiw\<N^^^ % « • • • lU « 

VVU« \«4M« g>Kk % % • • • 104 « 

tjlM<D» X^MMM yklL % • . • • 90 *« 

ldki^«m«*MMl9*Mtef«ftUo««d • 8 " 

M(l^«u lu rMUttUkf> » <tltl«noe it 

lu f^VMT iiiUUmi * • • • 120 yards, 

lu iHi^ wtlta • • • • 90 ** 

I« (wo «Ul<M • • . . 70 ** 

In one mile • - • - 45 <* 

Th% time between heats shall be as follows :— 
For four mile heats .... 35 minutea. 
For three mile heats • • • • 30 ** 

For two mile heats .... 25 ** 
For mile heats ..... 20 « 

All sweepstakes advertised to be mn over the Camden 
Mnd PhlladttlpbiH Course ou any day of the regular meettagi 
of this club, shall be under the cognisance of this club, and 
BO change of entries once made, shall be allowed after doeing^ 
unleiw by the consent of all the parties. 

No nerson shall start a horse for any purse under the 
•ontrol of this olub other than a member, he being at least 
one-third bona fide Interested in the purse, and producing 
iattsfi«ctory proof of his horse's age ; nor shall any member 

C' irt a horse, if his entrance and subscription be not paid 
fore starting. 

No two riders fW>m the same stable shall be allowed to 
iMe In tlio same race, nor idiall two horses from the sama 

• With iMOh reftreseet i wUl apply to aU date Matli of tke .• 
iiM rtv•^ 
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A ungual shall beg^ren from the judges' stand flye mhmttt 
before the time of starting, after the lapse of which time^ 
the jadge shall g^ve the word to such riders as are readj, 
but should any horse proTe restive in bringing up, or start- 
ing, the judges may delay the word a short interval, at their 
discretion. 

A distanced horse in a dead heat, shall not be permitted 
to start for another hdat in that race ; when a dead heat is 
made, all the horses distanced may start again, unless the 
dead heat be made between two horses that if either had 
been winner, the race would have been decided. In which 
ease the two only must start to decide which shall be enti- 
tled to the purse. Such horses as are prevented from start* 
ing by this rule, shall be considered drawn, and all bets 
made on them against each other shall be drawn, excepting 
those put behind the post. 

If a rider fidls from his horse, and another person of sulft- 
eient weight rides him in, he shall be considered as though 
the rider had not fedlen, provided he returns to the plaM 
where the rider fell. 

Any person entering a horse younger than he really is, 
shall forfeit his entrance money, and if the horse wins a 
heat or race, the heat or purse shall be given to the next 
best horse. If the objection be made to the age of the 
horse, after a heat or race is run, the disqualification must 
be proved by the person making the olgection. 

If a horse be entered without being properly identified, 
he shall not be allowed to start, but be liable for forfeit, or 
the whole if play or pay — all bets on a horse so disqualified 
▼old. 

Where more than one nomination has been made by the 
eame individual in any gtoeepstakes to be run over thifl 
course, and it shall appear to the satisfaction of the club 
that all interest in such nominations has bona fide been di» 
posed of before the time of starting, and that they have not 
been trained together, or in the same stable, both may star^ 
although standing in the same name. 

No conditional nomination or entry shall be received. 

Should any person en tiering a horse formally declare to 
the judges that his horse is drawn, he shall not be permitted 
to start. 

No horse shall carry more than five pounds over his stip- 
ulated weight, without the judges being informed of itj 
which shall be declared by them, whereupon all bets shall 
be void except those made between the owners of such run* 
ning horses. £very rider shall declare to the judge who 
Weighs him, when and how his extra weight, if any, is car- 
ried. Tlie owner is held responsible for putting up and 
bringing out the proper weight. He shall also be bound, 
before starting, to weigh his rider in the presence of the 
judjros. 

When, in the opinion of a majority of the officers of the 
dab^ the weatheri or any good caaae shall xequire it» thsf 
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may pofltone any puree race ; bat in ease of sndi postpone 
ment of a puree race, shall g^ye no authority to postpone 
any sweepstakes or matches made or advertised to be run 
that day. 

When the tap of the drum is onoe e^ven by the starting 
Judge, there shall be no calling back, unless the signal flag 
^all be hoisted for that purpose, and when so hoisted it 
shall be no start. To remedy tlie inconvenience of false 
starts, there shall be a signal flag placed at a point which 
can be readily seen by the riders, at one to three hundred 
yardR fix)m the judges' stand. When a start is given and 
recalled, a flag from the judges' stand shall be displayed, 
and the person having in charge the signal flag shall hoist 
the same as a notice to pull up. It shall be the duty of the 
starting judge to g^ve this in chai^ to the riders. 

In the event of the club postponing a regular meeting, it 
shall give them no power to postpone any matches or 
sweepstakes made for that meeting. 

In sweepstakes and matches made to run at apartlcalar 
meeting, without the parties specifying the day, the pro> 
prietor must give ten daya^ notice of what days they will 
be run during the meeting. 

A bet made after a heat is over, if the hone betted on 
does not start again, is no bet. A confirmed bet cannot b« 
off without mutual consent 

If either party be absent on the day of a race, and the 
money not staked, the party present may declare the bet 
void in the presence of the judges before the race com- 
mences ; but if any person offers to stake for the absentee, 
it is a confirmed bet. 

A bet made on a heat to come is no bet, unless all the 
horses qualified to start shall run, unless the bet be between 
such named horses as do start. 

The person who bete the odds, has a right to choose a 
horse or the field. When he has chosen his horse, the field 
!s what sterte against him, but there is no field unless one 
starte with him. If odds are bet without naming the horeea 
before the race is over, it must be determined as the odda 
were at the time of making it. Bete made in running are 
not determined till the purse is won, unless the heat b« 
specified at the time of betting. Bete made between par- 
ticular horses are void if neither of them be winner, unless 
specified to the contrary. Horses that forfeit are beaten 
horses where it is play or pay^ All bets, matehes, and en 
gagemente are void on the decease of either party befoir 
determined. Horses drawn before the pbrse is won, are di»- 
tenced. A bet made on a horee that does not stert is void 
When a bet is made upon a heat, the horse that comes first 

• South of Philadelphi* the role h, wbeie bers an made betwaea t«» 
honoi in a race, the one which iball come first to tba winniiif pola (tbo«|^ 
•et winiwr of tbe porae) ahall be the hat of the lias. 
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to the ending pout i« be^t, provid«d no drenmstsnM i 
ouiM Mm to \m dintanoed. All bctn are uoderatood to rdate 
to the purM, if nothinK in 8«id to the oootrary. 

When two boires are betted against each other fbr tbt 
purse, if earh win a heat, and neither distanced, they an 
equal. If neither win a heat and neither dintaneed, tb«f 
are equal ; but if one wins a heat and the other does no^ 
the winner of the heat is bent unleM be shall be distanced, 
In which case the other, if be saves bis distance, shall \m 
considered bAt. If a horse win a beat, and is distanoedi 
be shall be better than one that does not win a beat, and If 
distanced ; so too if one be distanced the second beat» 1m 
■hall be better than one distanced the first beat, ike. 

The words ahtolutdy or play or pay necessary to be used 
to make a bet play or pav ; done and done also necessary to 
confirm a bet. If a bet be made using the expression | lay 
or pay, and the horse dies, the bet shall stand, but if tho 
owner dies, the bet is void. 

In sweepstakes and matches, the Judges shall draw for tba 
track. In purse races they shall take their places as drawn 
the preceding evening by the secretary. 

Catch weights are each person to appoint a rider without 
weighing. Feather weight signifies the same thing. A poet 
stake is to name at the starting post. Handicap weights are 
weights according to the sapp^aed aUIity of the horse. An 
untried stallion or mare, is one whose get or produce never 
started in public. A maiden horse or mare is one that 
never run. 

A horse receiving forfeit, or walking over, shall not b« 
deemed a winner. 

In a match race of heaiU thcvo shall be a distance, bol 
•MM in a tingle beat 



303 



COCKiNG. 

Tbis game, if it may be so called, had itt rite and 
adoption in the earliest times among the Barbarianti 
Greeks, and Romans, it appears to have been a staod- 
•rd diversion amon*^ the latter at the time they abolish- 
ed the coiiib&ts of the gladiators in the Arena. Th« 
islanders of Deios, it appears, were great lovers of cock> 
fighting. Tanagrs also, a city in Boeotia, the isle ui 
Rhodes, Chaicis in Euboea, and the country of Media, 
were celebrateLi for their partiality to and their breed ol 
chickens. It has continued a sport among the English 
for a long period, although now much on the decline. 

Dtrecttons Jot breeding; Game Cocks. 

The breeding cock shouid be selected from a stram 
which has generally, if not always, gained the odd bat- 
tle when eauallv matched • oe also thoroughly convin* 
ced that he is quite sound, by attending to his mone ot 
feeding wher<d, should he eat corn enough to make his 
irop very bard, and digest the same speedily, that is as 
sure a token his constitution is good, as that it is rotteo 
fvhen heeata but little, and has besides a bad digejtion. 
To be still more sure, try also by running him down in 
A field, and sparriiig with another cock, at eitner ol 
which, if he is unsound, he will turn black in the fece. 
rry the hens too in like manner. 

The cock ought to have a long thin haad, or veir 
taper, if short ; full large eyes, stout ciooked beak, thiec 
long nec\, short compact body, round breast, nrm stout 
thigh«, well placed up to the shoulders, long stronf;lega, 
and if they agree in colour with the beak, it is reckon- 
ed a perfection; broud thin feet, and very long claws; 
a stately walk, and an upright easy carriage, his wings 
not lyin^ close on his back, but rathei extended. 

A cock possessed of the preceding qualincationt, id 
condition to fight, ought not to weigh more th(tn 4 Ibi 
10 OS., for when above that weight, and the hens of ■ 
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iiMMt kite, l.iair pniffany, if well nrnlked, m\\ be toe 
UiftM III AKhi, \mug iMyond the articles; and if the 
f->««tk la iiMioh leik lit weight than 4 Ih. 8 ot. ihechickenf 
will mil hiiVM the due kliare of iMiiin reqiniite to contend 
Willi rtickii llmi aie iri)e bred. The hens should cor- 
rekiKiiid to the cock in feather, shape, and make, witk 
iMinieM ■iifncieiitly roomy behind for the production ol 
lariie vuks. 

The breeding walk should be where there are out- 
houses for shelter in bud weather, on a dry soil, all th« 
better if gravelly, at a distance from any house where 
fowls are kept, lest the hens should be trod by other 
cocks: and, if possible, where there is a constant rill 
of clear water runnini^ near the house, as all foul water, 
esfiecially soap suds, causes the roop, a fatal disease 
that never can be thoroughly cured. 

In February, put the cock and not more than three or 
four bene together, and let them be sisters, if possible^ 
for greater certainty in breeding. Before the hens be- 
gin laying, provide distinct and separate nests for them, 
ehe they will .'le apt to quarrel and fi^ht, tiM they at 
last entirely spoil one another. The first ei;g being usu- 
ally smaller than the others, mark and leave that in the 
nest ; takeout all the others the same day they are laid, 
write on, and put them in a lx)x with bran. When the 
hens begin to grow broody, put the eggs laid by in the 
nest, as mos* likely to piod'ce good chickens. Plenty 
of food and water shoux always he near the sitting 
hens, and if they are in a U^^ored place, lay a quantity ot 
gravel upon it. Those chickens are of little value that 
are hatchen later than May ; and those hatched before 
the end of March are often cramped by cold ; such at 
are later than the beginning of June never run cocks so 
high upon leg, light fleshed, or large boned. If the 
weathet turns ou* dry, and the sun shines, the chickens 
may be put out of doors, even the day after they are 
batched, confining the hens under crates. 

For the first fortnight the chickens should be fed on 
bread and eggs mixed, besides grits ; and if kept in a 
room, where they cannot get insects, led them hav< 
come raw bones ot beef or mutton to pick, with a sup 
ply of fresh cool water. Feed them three times a daj 
wich as much as they can eat After the hens are le 
gnoved, put the brood cock along with the cock chiek 
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mil, whom he will keep in proper lubjectian, piorided 

Wiihaviewioiiy ihevinuoofBbrooii,ehooieftoni 

upnn lej. f,ti 1 hem" weighed into a tnalcli lo fighl in Ihs 
Diiin ahoui Mamh the j-ear afierlhey are halched ; be. 
«nw grBHL adenlian In their morfo of fi|;lilii>g, aad tha 

ksep iha baiile equally up. and only teem brat bj agt, 

RDLES AND ORDERS. 

Od tha daj of weighing, ha whan chance il n to 
weigh lasl 19 lo set tail cocka and numbei bis pens, bolh 
bjeiand main, and depotit Ibekeyoflhe pens upon Iha 
weigh iug table, (oribeadveraary maypuialock upnn the 

first pack ofcocki ia neigherf. a person uppninieri by him 
thai weighed fint shall ^o tiiio ihe oihet pent lo aee thai 



»i£e>i b 



f w.,gb. tl, 
« followini 



filled up on Ihe weighing day, and Ihe baltles itruck 

■gieed in, and the cncks that weigh llis least are to figbl 

At the tiiiie asKnted Id by both partieB. Ihacocki that 
»IB to fight Ihe Gill hait'eHre prniluCEd upnn lbs pit by 
Ihe foBdeij, nr iheir helpers; 1 ' ' 
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to Iha mailerE of the iiiaicli. (who always iii rrnnling 
■nd by iiomeansiiiethetenerS'tDtn touch ihem, eicept 
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RUSSIAN BAGATELLE, 

OR 

COCKAMAROO TABLE. 

DiSCBIPnON OP THB BOABB. 

100. A oaTity for the red ball to be placed in, at the i 
menoement of the game only. It counts double, i. &, 100, u 
marked inside. 

50. An arch with a bell suspended within it, which, if 
rung by any ball in passing through, counts double for 
whatever that ball may score by the stroke. If it does not 
pass through, but merely fells into the cup underneath, it 
counts only as marked, t. e., &0. 

The remaining arches, with cups beneath them, count r» 
■poctively as marked, vis., 20 on the sides, and 25 in th« 
centre. 

The pegs are brass pins, standing up, about IV^ inches in 
height 

There are slightly indented spots (one on each side of th« 
board), from which the balls are projected. 

2, 12, 6, 9. 7,3, etc., cavities into which the balls run; they 
count according to the numbers placed above. 

The board, which is generally fbur feet six inches in 
length, and two feet four inches in width, is lined with su 
perfine (nrHen nloth 



Bidet qf ihe €/ame. 

I. Commence the game by stringing for the lead, as waV 
as for choice of balls and side of board; the player who geti 
the highest number takes the lead. 

II. The leader must place his ball in the cavity on th« 
side of the board he selects, and play it up. counting the 
points he may make by the stroke ; after which, his oppo- 
nent plays firom the opposite side of the board; and so on 
alternately. 

III. When a ball lodges on the board without going into • 
hole or running down to the bottom, the game must be con- 
tinued with the other ball, each player u^ng it altematelj 
—whoever removes the ball so lodged scores the number of 
points made by both the balls, and the game proceeds as at 
fint. Should both the bails be lodged on the board, thaA 
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ball which was laiit stopped moBt be taken up and used to 
eontlnue the ^ame. 

lY. The plajer continues to lead as long as he can bcdft 
his ball in any of the cups. 

y. The game to contcist of one hundred or more, as iomj 
be tigned upon at the oommencempat. 

YI. If the player's ball ring the btU, that i;, passet 
through the bell arch, he scores double the number b« 
would otherwise gain by the stroke. 

Til. Playing into the top hole (marked 100) is the gam* 
at once. 

VIII. Should the ball go round to the opponent's side 
the striker loses five pointo and the lead ; or should he play 
his ball up, and it returns without going on the board, ha 
loses one point and the lead. 

DL The winner of the game takes the lead in the next. 



BAGATELLE GAMES. 

Thb fbllowing games are played on a board, which !s usu- 
ally from six to ten feet in length, and f^m one ibot nino 
indies to three feet wide, lined with green cloth ; a slip of 
thin wood being placed round the inside of its upper end, 
to form a semicircle. 

There are nine cups let in level with the cloth, numbered 
one to nine, into which the balls are to be driven in play- 
ing the two first-mentioned games. (La Bagatelle and Sana 
Egal.) 

There is also a bridge with small arches, likewise num> 
oered from one to nine, and through which the balls are to 
be driven in playing the two last-mentioned games (Missis> 
sippi and Trou Madame) when the cups are not used. 

There are likewise two small cushions placed against tho 
sides, to be used in the game of Mississippi ; or Sistead c€ 
these the boards are sometimes stuffed round the sides. 



LA BAGATELLE. 

Any number of players may Join in this game, and ost 
either the mace or cue, as may be agreed. 

Each player strikes a ball up the board, and whoever gets 
the highest number is entitled to the lead, and takes po» 
session of the nine balls. 

The black ball (which counts for double) is placed on tho 
white spot in fh>nt of the holes, at the beginning of every 
round, and must in the first instance be struck by ono of 
the other balls befrre there can be anj score. 
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fh« striker's ball innst be placed on the white spot nearest 
klie other end of the board, and is to be struck irith th« 
mace or cue at the black ball, the oljeot being to pnt it into 
one of the holes. The rest of the balls are to be played up 
in the same manner, either at the outstanding balls, or Ibr 
the holes. 

Any number of rounds may be played for the g^ame^ •• 
Bay be t^^reed upon at its commencement. 

The player who obtains the greatest number — counting 
the holes into which he puts the balls, according to tb« 
figures marked within them— wins the game. 

The holes along the edges of the board are ibr the purpoM 
9f marking the game. 

Any ball that rebounds beyond the centse, or that ia 
driren off the board, cannot be used again during that 
round. 

SANS EQAL. 

This is played by two persons. 

The playar who leads, which is deckled as in bagatelle, 
cbooses four balls of either color, and places the black ball 
on the mark in front of the holes, and be^na by striking 
one of his balls up the board. 

The other player then strikes one of his balls in the sama 
manner, and so on alternately. 

He that holes the black ball counts it towards his g^ame^ 
and also all that he may hole of his own color. 

If a player should hole any of his adversary's balls, it 
counts for the owner of the balls. 

The player who makes the greatest number of points im 
each round takes toe lead in the next. The game is 21, to 
81, according to the arrangement between the players. 

MISSISSIPPL 

Place the bridge close up to the circle, and the small 
fashions against the sides. 

Each player is then to strike one ball thrv\igh the bridge 
ind he who gets the highest number has the lead, tana. 
fkKjB the nine balls in succession. 

All balls must strike one of the cushions prerions to en- 
ttring the bridge; otherwise the number reckons for the 
■dversary. 

The game to consist of as many points ai maj be agraed 
•n at its commencement. 

TROU MADAMB. 

This is played in the same way as the preceding game, 
ezcejit that th» balls are played straight from the end of 
the iioa»d tbaough the bridge. 



LOTO. 



313 



8. When ten knobs are drawn out, every player examin- 
ing the cards separately, and having only one counter upon 
any horixontal line, wins for that no more than the said 
oounter, which is styled gaining by abstract; where two 
counters are on the same horizontal line of a separate card, 
the player gains an amoOf and becomes entitled to fiy« 
counters, besides the two{ when three are upon the same 
line, the player obtains a teme, and is to receive 25 addi* 
tional counters; if four are on the same line, that is called 
ft quatemey winning 100 counters additional ; when five oo> 
cur on the same line, that makes a quintemey gaining 2&0 
additional counters, and the player is entitled to payment* 
out of the pool fbr all the above-mentioned acquisitions pr» 
vious to another drawing. Instead of giving counters, pay* 
ment for the same may at once be made firom the stock in 
the pool. 

7. The knobs are then to be returned, and the bag given 
to the next player in rotation, who is to shake the same^ 
and draw, etc, as before stated. 

8. Whenever the pool is exhausted, the players must con* 
tribute again, according to the number of cards taken; and 
when it is resolved to finish the game, they agree among 
themselves to have only a fixed number of drawings more. 

0. At the last drawing each player proceeds as heretofor<i 
directed, but the drawing concludes when no more counters 
are left on the table. The players then beginning with the 
eldest hand, are to be paid out of the pool, as fkr as the 
money will go; and when that is expended, the others re* 
main unpaid, which is styled a 3ankruptcy i next the play- 
ers are to re-unite the counters with those that were on their 
cards, and receive payment for them out of the fund re- 
served at the commencement of the game. 

10. There are also cards of a new combination, which may 
be played by 6 = 12 = 18 = or 24, observing that when six 
cards only are taken, but one counter is given; if 12, two; 
if 18, three; and when 24, four counters; and also when 
but six cards are taken, they must be either from 1 to 6—7 to 
12—13 to 18— or 19 to 24 ; if 12 cards, from 1 to 12— or 13 
to 24— for 18 cards, from 1 to 18; and when 24, the whole 
■umber. 

11. The counters may refer for the payment to the amount 
«f the stakes deposited in the stock. 



For 24 cards . 
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. 72 « 10 
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. 86 « 10 



There are other methods of playing at Loto^ but tlM 
l)cfi>re>mtv ttoned is the most approved. 
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COMPANION 

TO THE 

CARD-TABLE. 




T BiUy uJaptmil, «r bsre mabkkud Jbr ■> long 

Ouda. AaoDg all rliiww, in almost all eoontrii^ thcj 
have bean genenllj i wort e d to at an agreeabl* Boone of 
niazaiioa; and mmm koowledce, of die more common 
gamee at least, has become neariy tm i m t ial to those who 
mix in society. To afford the means of acquiring that 
knowledge is the ol^ieet of the present pnblieation,— in 
which the utmost care has bsen taken to give sndi a dk^ 
tinet and precise description of the manner of playing tba 
different games as will enable the tyro in eard-playing^ witk 
a little attention on his part» to aeqnit hhnsdf creditablj in 
anj company. 

80 matay Iktal examples hsTO occurred of the minons 
effects resulting from the abuse to which cards, like Tarious 
other amusements in themselves innocent, are liable, that 
St seems unnecessary to gtre any oautkMi against fi)etering 
the growth of a spirit of gambling. We would, however, 
adrise our young readers never to play for money ~at least 
with persons whose characters they are unaequainted with; 
and seriously warn them, that if ever they feeTkv anxiety 
to meet a card-party in the hope either of retrieving losses 
or repeating gains, however small, they are then on the 
verge of a precipice which has hurried thousands to irr^ 
tiievable ruin — to despidr — to madness — and to death. 

Sharpers frequently pare the ends of the eourteards, or 
honon^ and the aidfls of the rest^ or vice vena, so as to make 
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ft slifl^ht difference in their length and breadth, and are thof 
•nabled, with the assistance of nin>ble and practised fingen^ 
•0 to shufBe and cut the cards as to baffle the efforts of their 
anfortunate Tictim to discover the cause of their good Ittdfc, 
as it will be called; — and bj slightly bending particular 
eares at tl.e middle and others at the comer, thej can direct 
the novice unconsciously to cut in such a part of the pack 
as will best answer their own nefitrious purposes. They 
also sometimes have packs of cards in which the aces, kings, 
Ao., are ftintly marked on the back with diaractera which 
are invisible to the uninitiated and unsuspicious, but hf 
which they are able to ascertain into which hand the f» 
ipective nards are dealt and thoa to pla^ n van 
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HISTORY OF CARDS. 

Oabm trere inrented about the year 1390, to diyert Charlet 
VI.rtt Wnnoe, who had fallen into a melancholy dispoef tlon. 
ffh* loTenvor propoeed, by the fignres of the four sultn, or 
triors, as the French call them, to represent the fbur dassei 
of m^a *ii the kingdom. By the coeurs (hearts) are meant 
tbeffensde «*^.an«r, choir men, or ecclesiastics; and therefore 
th* ^iMiniards have oopas, or chalices, instead of hearta. The 
nobility, or prime military part of the kingdom, a:e reprt»> 
sentvd l^ the ends or points of lances or pikes. The Spa^ 
niards have etpadas, swords, in lien of pikes, and hence our 
name of ipades. By diamonds are designed the order of 
Cfitisens, merchants, or tradesmen, carreaux (square stones, 
tiles, or the like). The Spaniards hav<> a coin, dinerot 
which answers to it; and the Dutch call the Freadi word 
earreaux " stren«enj** i.e., stones and diamonds, from tha 
lorm. Treflt, the trefoiI-]eaf, or clover-grass (corruptly 
called clubs), alludes to the husbandmen and peasants. Bui 
how this suit came to be called dubs is not easily explained; 
unless, borrowing the game ttoim the Spaniards, who hav« 
baxtos (staves or clubs) instead of the trefoil, we give th« 
Spanish signification to the French figure. 

The four Kings are named on the French cards David, 
Alexander, Caesar, and Charles, representing the four cele> 
brM^Ml tnnnarchies of the Jews, Greeks, Romans, and Franks 
under Charlemagne. The Queens are named Argine, Es- 
ther, Judas, and Pallas, typical of birth, piety, fortitude, 
and wisdom. By the Knaves are designed the esquires, or 
servants to the knights (for knave originally meant only 
tervatU). Some Lfi'.gine, however, that the knights them 
felves were designed by those cards, because Hogier and La* 
hire, two names on the French cards, were famous knighti 
ftt the time cards were invented. 
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